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When your significant other asks 
you to go to a movie while you’re 
playing Deathmatch and you smash 
your mouse into the side of your 
face and scream, “I won’t fall for 
your demon mind games!” 


When you find mold growing 
between your hand and the mouse. 


When you forget that carrying a 
rocket launcher and bumping into 
walls is considered “inappropriate 
behavior” in the real world. 


When your dog has learned how to 
circle-strafe a fire hydrant. 


At work, when you find it difficult 
to enter a new corridor without first 
spraying it with gunfire. 


While waiting in line at the bank, 
you find yourself thinking, “A BFG 
would come in handy right about 


now... 


When you bruise your head after 
thinking a cheat code will let you 
walk through the walls of your 
house. 


When you run around the mall 
with a toy phaser gun and scream, 
“Die,you ugly shopping monsters!” 


When your eyes bleed! 


When the only pillow you used last 
week was your mouse pad. 
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PREFACE 


I wrote this book to provide my fellow 3D action gamers with the strategy, hints, tips, tac- 
tics, secrets, and cheat codes that can enhance Deathmatch play with today’s enormously 
popular 3D action games, also known as shoot-’em-up games. Some players may recog- 
nize this book as a hint book, and they’d be correct. However, this book is unique as a 
hint book. Unlike most strategy guides that address a particular game, The Deathmatch 
Manifesto provides expert strategic advice on Deathmatch, a mode of multiplayer gam- 
ing that can be used to play against other human players in several exciting 3D action 
games. Arguably the most popular 3D action games for Deathmatch play are DOOM, 
Duke Nukem 3D, and Quake, while several others support Deathmatch play as well. 

The ever-growing popularity of the Deathmatch capability in newer 3D action 
games has given rise to an entire culture of gamers who are seriously dedicated to 
multiplayer contests in the rich 3D graphic environments these games offer. After you 
put yourself through the paces set forth in The Deathmatch Manifesto, you’ll be a force 
to be reckoned with in Deathmatch. 


WHO IS THIS BOOK FOR? 


The Deathmatch Manifesto is aimed at the 3D action gamers who want to know the 
best tried-and-tested strategies for engaging in multiplayer Deathmatch contests in 
their favorite games. Whether you're a wide-eyed, single-player Duke Nukem 3D fan 
who has grown lonely and bored annihilating aliens and who is licking his lips to get 
a taste of real Deathmatch experience . . . or you’re a Deathmatch veteran who has 
grown weary of getting repeatedly annihilated by insensitive, trash-talking, human- 
controlled opponents . . . this book is for you. 

The text provides hints and tips on Deathmatch play, from basic training in the 3D 
action genre to engaging bloodthirsty Deathmatch clan wars on levels designed exclu- 
sively for advanced Deathmatch contests. This book also provides some helpful tips, 
information, and where to go to get more information about Deathmatch level design, 
for those gamers who are considering designing their own Deathmatch levels for their 
favorite 3D action games. 

Many books are available that cover one game in detail, and you can purchase 
those books as needed for a particular game. By contrast, this book is a 3D action game 
compendium of sorts that focuses on the Deathmatch experience and that details the 
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essential strategic maneuvering it takes to beat the hell out of your Deathmatch 
opponents. 

My primary goal was to create the mother of all 3D action game books, a tome 
that imparts to you—the Deathmatch player who is ready to get down and dirty and 
to kick some serious butt—the strategic essentials culled from my extensive experi- 
ence in the world of Deathmatch. Between these covers you’ve got strategy, hints, and 
tips for Deathmatch play in the biggest 3D game ever, DOOM; the coolest 3D game 
ever, Duke Nukem 3D, and the 3D action game that really shook the gaming world, 
Quake. And if that’s not enough, I’ve included a CD that is chock-full of external 
Deathmatch levels that were created and designed by fellow Deathmatch players, like 
us, whose love of 3D action gaming—and devotion to it—spurred them to create lev- 
els that boggle the imagination. 


HOW TO USE THIS BOOK 


Read this book cover to cover to get a real taste of the Deathmatch experience. The early 
chapters in The Deathmatch Manifesto take you from the genesis of the 3D action game 
genre and early beginnings of Deathmatch play through familiarization with elements 
in various 3D action games. Chapter 2, “Boot Camp for 3D Shoot-’Em-Up Play,” in par- 
ticular, encompasses the basics of 3D game operation, from features that are common 
to most games, to elements that are unique to specific games. 

The middle chapters detail the tactics and maneuvers that will make you a for- 
midable Deathmatch opponent and provide insight into the right kinds of weapons 
and power-ups you need to fortify yourself in different games and in different 
Deathmatch situations. Chapter 3, “Preparing Yourself for Deathmatch,” introduces 
you to the distinct elements and characteristics of Deathmatch contests. It covers 
Deathmatch modes, respawning, fragging, chatting, and other environmental effects 
that are particular to Deathmatch play. Chapter 4, “Strategy and Tactics to Obliterate 
Opponents,” offers a bevy of maneuvers you can use to gain the upper hand over your 
opponents and details situational strategy points that are specific to DOOM, Duke 
Nukem 3D, and Quake. The kinds of weapons you use and the types of power-ups to 
go for entail a lot of strategic planning all by themselves. That’s why Chapter 5, 
“Deathmatch Weaponry and Power-Ups,” is essential reading for the Deathmatch 
gamer who wants to really excel against Deathmatch foes. 

The later chapters cover particular levels that are well suited for Deathmatch contests 
and the many aspects of playing Quake Deathmatch in the online world. Chapter 6, “Great 
Deathmatch Levels,” includes essential information on some internal levels that are 
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provided with the registered versions of DOOM, Duke Nukem 3D, and Quake that have 
all the characteristics of a great Deathmatch level. It also covers even more exciting 
external levels that have sprung forth from the creative (and devious) minds of fellow 
Deathmatch players. If you are a Quake aficionado, then you’ll especially want to check 
out Chapter 7, “The World of Quake,” and Chapter 8, “A Quake Clan Sampler,” to get 
the skinny on QuakeWorld, editing levels with Quake-C, the variety of Internet Web 
sites dedicated to Deathmatch play with this newest 3D action game, and the eerie, 
competitive underworld of clans—organized teams around the nation (many on col- 
lege campuses) that are out to be number one in the Deathmatch arena. 

The book’s appendices cover exciting supplemental information on the world of 
Deathmatch play. Appendix A, “The Future of Deathmatch,” covers the future 
of Deathmatch and 3D action games, from hardware and computer technological 
advances to hot new games that are slated for release between now and the start of 
the twenty-first century. Appendix B, “CD-Rom Bonuses,” details the cool stuff you’ll 
find on the CD-ROM included with this book. 


Disclaimer 


This book deals with 3D action games that depict a high degree of video violence. 
Although I go into ample detail about these kinds of games, this book in no way intends 
to promote mindless killing, including really killing other humans, yourself, or ani- 
mals, or in any way maiming or hurting anyone or anything. The information in this 
book comes purely from my own personal experiences playing Deathmatch levels with 
the various 3D action games for entertainment value only. In no way does the infor- 
mation in this book reflect the philosophies, opinions, or purposes of the game’s man- 
ufacturer and distributors or the publisher of this book. 


MY DOUBLE IDENTITY 


This is an extremely important paragraph for you to read. You must understand that 
when I play Deathmatch games, or even talk about them, the inner commander inside 
of me comes out. You may experience him in this book. His name is Sergeant Hulka, and 
he’s one tough mother. He doesn’t mess around, he’s a down-to-the-nitty-gritty kind of 
commander who’s intent on whipping your butt into shape for Deathmatch play. 
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Sergeant Hulka Says 


That’s right, soldier, | am one tough mother, 
and if you don’t like it, then go out and get your- 


Hulka 


self a book on one of those namby-pamby role- 
playing games. But if you want to learn the 
methods that made me the lean, mean, fighting 
machine | am today, then read these pages 
cover to cover, Private! | don’t like slackers, and 
| don't like campers. If you want to know the 
goods, you've got to read these pages. All the 
important, classified strategy secrets and tips 
are in here. This is explosive material. You will 
be the envy of your neighborhood gamesters 


once you've studied from me, Sergeant Hulka, 
Master of Deathmatch. I’m gonna be watching 
you, rookie—so don't you even think of trying to 


camp on any of my respawn points. 
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Robert Waring is the best-selling author of six game strategy guide books. Visit 
Robert E. Waring’s Web page at http://www. iquest.net/ ~ rwaring. You can also e-mail 
author Robert E. Waring on the Internet at rwaring@iquest.net. 


FOREWORD 


I don’t know about you, but I played “Capture the Flag” when I was at camp in north- 
ern Michigan about a hundred years ago. That primitive ritual was conducted in the 
great outdoors and, although I enjoyed playing, it took quite a toll physically. During 
the course of a single game that fateful summer (in the late 1960s), I slid on slippery 
pine needles and met a stout oak tree face-to-face, contracted poison ivy on parts of 
my body I didn’t even know I had, and was thrown headlong into a frigid stream by 
a George Wallace-inspired camp counselor. 

In this age of cocooning, I guess the online/CD-ROM gaming thing is the modern- 
day equivalent of “Capture the Flag”—minus the scrapes, mosquito bites, and pine- 
tar residue. 

Today, through mind-boggling advances in technology (since the late 1960s any- 
way), your online skirmishes can be conducted far beyond the great north woods, in 
places of indescribable wonder—remote pace Stations, surrounding unnamed plan- 
ets, in far-flung galaxies—you get the idea. You lucky dogs. My Michigan gaming 
required a five-hour drive in a hot, vinyl-seated Chevy station wagon. You techno- 
wunderkinds can be on planet Zunev battling Orps (or some such nonsense) in about 
14 seconds with your fancy 28.8K bps modems (funny thing is, by the time you read 
this, 28.8K bps will be positively tortoise-like). 

You see, in my day, we gamers had to compete on foot, clad only in Keds sneak- 
ers, cutoffs, and the obligatory camp T-shirt. Now, you computer-heads can tool about 
in swift, heavily armed transport pods, ships, or cruisers. When forced to prowl by 
foot—thankfully, still a popular way to get around different levels—you’ve got access 
to the latest guns, armor, and ammo... and plenty of it! I don’t recall ever running 
out of bullets playing these goofy games. Must be nice. ... Heck, I was always unarmed 
during competitions! 

Oh, and while I’m at it, let’s talk about viewpoints. Up at Camp Itchygoomie (the 
name is a little foggy; it was a long time ago), we had only one way to view the 
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opponent—by the naked stinking eye. If there was a rich kid at camp, you had access 
to his binoculars; big deal. If it was foggy, you were S.O.L. as they say. You jokers can 
tell if your opponent is low on toilet paper, for cryin’ out loud! You can see wide, close, 
x-ray, thermal, blah, blah, blah... . 

Correct me if I’m wrong, but it also seems that the stakes have risen a bit. The 
worst thing you could expect from “Capture the Flag” was being held captive in a driz- 
zly compound, knowing your peers would thwack your elbows with wooden spoons 
that night at dinner—I still have the scars to prove it. 

Now, you punks might lose your life in the course of an ill-timed keystroke or a 
misguided mouse click—and what a spectacular death it can be, these days! Just from 
my limited experience with the whole CD-ROM thing, I’ve died perhaps a thousand 
deaths—more than in any bad movie I’ve ever been in! 


THE FUTURE OF GAMING 


But enough about the past; let’s talk about this future thing. As an actor (I guess I can 
say that since I make my living doing it), I am constantly challenged with the concept 
of staying current, performing in the latest medium. Well, by golly, it seems like the 
CD-ROM thing is IT—or at least part of “it.” I’ve tormented my “people” mercilessly 
to take this emerging field very seriously. Sure, there are always fads that come and 
go, but the computer gaming thing, as a form of entertainment, is only going in one 
direction, actually two—up, and away! 

So, as a result, I’ve recently been able to lend my midwestern drawl (I’m from the 
“zero-accent zone” known as Detroit) to several cool, tough guy computo-games. One 
is for 7th Level and the other for Konami. No, I’m not gonna tell you about ’em; buy 
’em and find out! 

The one thing I noticed about watching these various games evolve (since I had 
a chance to see early test animation, and so on) was how everyone in the industry 
seems to be searching to find the envelope of what the hardware can handle, and then 
pushing it right to the edge. 

Computer gaming companies are very aggressive and computers are getting 
brainier every day, and that’s gonna be good for all of us. You folks can game away 
your every waking hour in ever-improving environments, with reality as we perceive 
it getting closer and closer. It also means that, as a phony actor, I can torment you in 
more ways! Soon, my 3D hologram will appear in front of you and wrap that fancy 
laser gun around your little probing neck! 
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But enough about me. This book, written by the inimitable Robert E. Waring, is 
gonna be a good ride in and of itself. Wouldn’t you really rather strap on a CD of this 
book and get a 3D tour, instead of us yammering on like this? We’re not that far away 
from doing so, my friends. 

Robert (alias Sergeant Hulka The Awesomely Terrible), will take you, in his own 
charming and witty way, through a whole new approach to game books—this bugger 
will be from a military viewpoint. Isn’t that sweet? You’ll get tips on group combat, 
sniper tactics, ambush positioning, weapon strategy, and many more. 

So listen here: you want that competitive gaming edge? You want to kick cyber- 
sand in the face of your lamer-than-you opponents? Then heed the author’s sage 
advice, and I can guarantee ya, Arnold what’s-his-name will rue the day he ever logs 
on with you crazy cats! 

If you’re just looking at this book, buy the darn thing! If you’ve already purchased 
it, read the darn thing! Once you’ve done that, get playing—and pray you never meet 
me online, ’cause I’ve already read it, cover to cover! 

Later, Dudes and Dudettes, 


Bruce Campbell 


WHO IS BRUCE CAMPBELL? 


Bruce Campbell is rapidly becoming one of the most recognizable faces in Hollywood. 
My association with Campbell goes back to my radio show. I host a radio show called 
“The Digital Janitors” in Indianapolis, in my spare time. One day I decided to contact 
Bruce Campbell to be a guest on the show 
because he used computers in his daily 
life, as well as his professional life. After 
we talked for a bit about the Internet, 
online services, and the gaming industry, 
lasked if he would be interested in writing 
the foreword to this book. Campbell is very 
knowledgeable about the industry and 
was kind enough to provide his insights 
into the business for The Deathmatch 
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Manifesto. If you haven’t had the opportunity to witness him in action, I highly rec- 
ommend that you see a few of his movies. 

Campbell is best known for his portrayal of Ash in The Evil Dead, Evil Dead II, and 
Army of Darkness. Army of Darkness is the third film in this trilogy, and it happens to be 
one of my favorite movies. He has been on the television show Ellen many times; he’s 
also known as Brisco County Jr.; and he was the evil plastic surgeon in the movie Escape 
from L.A. 


The Bruce-DOOM Connection 


You should know some interesting facts linking Army of Darkness and the 3D action 
gaming community. In November 1995, I spent a week with American McGee (yes, 
that’s really his name!) from id Software to get the inside, nuts-and-bolts view of Quake 
as it was being written and tested. I met and spoke with the crew members of id 
Software, and got my hands on the game many months before its public release. In 
addition to talking about Quake, I spoke with Dave Taylor and McGee about the his- 
tory of DOOM as well as Quake. They informed me that the initial inspiration for DOOM 
was conceived shortly after they watched Army of Darkness, with Bruce Campbell. 
The game, they believed, had the look and feel of the movie. I was always curious 
what inspired the game, and now you and I both know. Incidentally, there is actually 
an add-on mission for DOOM called “Army of Darkness DOOM.” 


The Bruce-Duke Connection 


Anybody who has seen Army of Darkness and has played Duke Nukem 3D knows this 
connection. When he’s playing Duke Nukem 3D, the main character, Duke, speaks a few 
lines while kicking alien butt. For example, “Come get some!” is mumbled by Duke 
before he goes into battle on some levels. This is a line directly out of the movie. The 
similarities don’t stop there. Duke also exclaims “Groovy!” when he picks up a big 
weapon, or kills an alien. These lines are the exact same lines that Ash (Campbell) spoke 
in Army of Darkness. It seems that the movie struck a nerve among the film-going pub- 
lic, and it has influenced some of the game makers of America—for good or ill. 
Enjoy the book! 
—Robert E. Waring 


This book has been brought to you by the letter E. 
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2 CHAPTER 1 The Deathmatch Genesis 


ver the last several years there has been an explosion of revo- 
lutionary advances in the world of 3D shoot-’em-up computer games. The thrills we 
experienced only yesterday with the scrolling-screen variety of action games rapidly 
gave way to the sheer excitement of conducting battle in the virtually-real worlds pro- 
vided by today’s games. 


Probably the most thrilling development from the 3D gaming industry is the capacity 
to seek out and annihilate graphic clones of our own game character controlled by fel- 
low human gamers and not by the game’s capricious artificial intelligence. If that 
weren’t enough, today’s 3D games now allow us to spar with those nasty monsters 
and aliens—familiar to us in single-player modes—at the same time that we match 
wits with human-controlled enemies in multiplayer situations. 

To understand how we got to this high level of computer games, let’s briefly look 
at some of the advances in the 3D action game industry, from its humble beginnings 
when games were geared for single-player battles, to the complexities of today’s 
Deathmatch-supported games. The games that support Deathmatch levels give us the 
exciting 3D worlds where we can deploy our favorite kill strategies and match our key- 
board, mouse, and joystick dexterity against human opponents. 


WHAT IS DEATHMATCH? 


Deathmatch is the mode of play that allows you to pit your skills against human com- 
petitors within the same level of one of several shoot-’em-up games. The objective in 
Deathmatch is to find and kill each and every one of your opponents. This form of play 
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was introduced to the world in a game entitled DOOM and developed by id Software. 
DOOM was the first game to allow more than one player access to the same level and 
to allow players to play against each other. 

In Deathmatch mode all players—both you and your opponents—are represented 
in the game as the game’s main character. As a Deathmatch competitor you have all 
the capabilities of the main character, such as stealth, weaponry, and tactics. It’s up 
to you to learn to control this character and use the environment inside the level to 
outsmart and destroy your opponents. 

Deathmatch can be played as a one-on-one or as a one-on-many game, with or 
without computer-controlled monsters. Some 3D games allow up to 16 players in the 
same Deathmatch level. 


THE HISTORY BEHIND DEATHMATCH 


id Software is the company that introduced the country to how much fun it is to play 
Deathmatch against other human players in the dark, mysterious, and evil world of 
DOOM. Following DOOM’s release in 1994, many companies in the computer game 
industry reacted with their own DOOM clones. 

How did id Software come up with this exciting new game? It all started with John 
Carmack. Many years before DOOM was created, Carmack worked with an original 
Apple II game called Castle Wolfenstein. 
Carmack improved the engine to create 
one of the first 3D action games, 
Wolfenstein 3D, which was released in 
1992 and was an immediate success. 
Wolfenstein 3D offered superior graph- 
ics and game play. This game was quite 
fun to play in single-player mode, 
though id Software felt that the game 
could be made better by adding multi- 
player capability. Although Wolfenstein 3D does not feature Deathmatch play, it is nev- 
ertheless worthy of mention because it introduced the 3D game world, using a process 
called texture mapping. 

Texture mapping allows you to place a two-dimensional image into a three- 
dimensional environment. Essentially, you could draw a small graphic of something 
such as a blue wall and then “map” it into the game as a wall; this is how the entire 
castle and the labyrinths in Wolfenstein 3D were created. Texture mapping changed 
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the face of 3D games from this point on. DOOM and Duke Nukem 3D extended this 
texture mapping technology by creating more spectacular graphic worlds in which 
players could immerse themselves. 


Wolfenstein 3D's Contributions and Limitations 


Another improvement Wolfenstein 3D made to the 3D gaming scene was the ability it 
gave you to view the environment from any angle. This fully animated game did not 
limit what you could see to a straight- x 
ahead view. Instead, the game rendered 
your view based on your location in its 
environment. 

However, the game’s limitations were 
staggering by comparison to today’s pop- 
ular 3D games. Wolfenstein 3D featured 
game play in single-player mode only. 
The game’s environment could provide 
walls at only a 90-degree angle, and all the walls had to be of the same length. Wolfenstein 
3D used the same lighting for each and every room, and every room had floors and ceil- 
ings that had to be of equal height. All these limitations made for a lot of monotonous 
rooms. This is why the developers at id Software decided to create a better 3D engine— 
a technology they improved on and used to create DOOM. 


DOOM BLAZES THE 3D TRAIL 


DOOM, the game that truly showed off the 3D capabilities of the computer, showcased 
the new engine that had been developed by id Software. This engine allowed the lev- 
els to be designed using walls at arbitrary angles to one another, which would allow 
a room to look nonrectangular. Floors and ceilings could be of varying heights. The 
new 3D engine allowed the level makers at id Software to create nice-looking pits, 
steps, and windows. 

Code for lighting was also rewritten to allow rooms in DOOM to appear with darker 
or lighter luminance, which could vary from room to room. The coolest aspect of the 
new improved engine was the fact that sectors in the engine could move up and down, 
allowing levels to use crushing ceilings, elevators, and better secret compartments. 
This DOOM 3D engine allowed the player to become so immersed in DOOM’s 3D world 
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that many players reported getting seasick or feeling motion sickness from experi- 
encing these effects! 

Even if you never got nauseated while playing DOOM, you could surely get tired 
from staying up way past your bedtime while playing against another player. The best 
feature of DOOM’s 3D engine is its multiplayer capabilities. Now you could not only 
play the game yourself, but you could also play it against other people using a modem 
or over a network. Moreover, players could use the engine to create their own levels! 

Many experienced DOOM players created their own challenging levels right in 
their own homes and published them all over the world, using major online services 
and the Internet. The DOOM experience exploded. It quickly became one of the best- 
known and best-loved computer games in history, and it’ll be a long time until another 
game revolutionizes the computer game experience with such dramatic impact. 


DUKE NUKEM 3D BLOWS AWAY THE COMPETITION 


3D Realms created Duke Nukem 3D, which improved on the 3D technology of DOOM 
in many ways. Duke Nukem 3D was the third game in a trilogy of Duke Nukem games. 
The first two Duke Nukem games were 2D side-scrolling games that featured the char- 
acter Duke Nukem in many dangerous environments with similar weaponry, but they 
did not feature the multiplayer capabilities that Duke Nukem 3D offers. 

The most important contribution offered by Duke Nukem 3D is the fast texture- 
mapped 3D levels and the capability for a full range of movement. Duke also added 
nonstop, air-to-air and air-to-ground realistic combat and SVGA support (640x480 or 
800x600 resolution). Duke Nukem 3D 
even improved on Deathmatch capabil- 
ities of 3D action games by going from a 
four-player game to an eight-player net- 
work game. DOOM and DOOM II only 
featured Deathmatch games for up to 
four players. Duke Nukem 3D added the 
capability to allow seven of your oppo- 
nents to challenge you in Deathmatch 
levels. Of course, all the nifty aspects of any good 3D game were also available, such 
as secret doors, underwater rooms, jetpacks, locked doors, destructive weapons, and 
nasty monsters. 

As a 3D action/adventure game, Duke Nukem 3D has taken the 3D action game 
one step further. For most gamers it offers a lot more excitement, and its best feature 
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is its multiplayer capability. You can now perform more sneaky tricks to kill your oppo- 
nents. Plus, with the addition of the jump and duck keys, you can now hide in all kinds 
of places, such as in cabinets and holes in walls or up on bookshelves, or even kneel 
down behind trash bins and trash cans. This adds a whole new level of intrigue to the 
3D action game. 


Duke Nukem 3D Secrets 


The game features three distinctly different episodes—and lots of secrets. Hey, not only 
does Duke have secrets, but this game has super secrets! Super secrets are areas in a 
game level that contain bigger weapons and power-ups that are very hard to find, even 
though they are not actual game secrets. You can find all the official secrets within a 
level, but when you exit the level, you are shown a summary screen that also lists how 
many super secrets you’ve found. Super secrets don’t really hinder your par time, and 
they do not count toward your secrets found tally at the end of the level. If your oppo- 
nents in Deathmatch don’t know about 
the super secrets, then you can use these 
areas to your advantage. For extensive 


coverage of all the secrets in Duke 
Nukem 3D, pick up the book Official 
Duke Nukem 3D—Strategies & Secrets, by 
Jonathan Mendoza. 


your TIME: 


ENEMIES KILLED! 
ENEMIES LEFT: 


SECRETS FOUND: 
SECRETS MISSED: 


Par time is used in many 3D games 
to give you an idea of how fast an expert 
player can finish the level. Most par 
times are incredibly fast, and I don’t know many people who can beat them without 
cheating. The par times you see in Duke Nukem 3D were achieved by the game’s devel- 
opers at 3D Realms, who’ve played Duke Nukem 3D a gazillion times or more during 
the course of its development. If you can beat these par times, you may be a highly 
marketable commodity in the computer gaming industry. 


Effective Weapons and Energizing Power-Ups 


Many armed and dangerous opponents are to be found running amok throughout the 
levels of Duke Nukem 3D.You have only two weapons—your pistol and your foot— 
when you start a Duke Nukem 3D game. This seems a little unfair, doesn’t it? Well, 
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after you find a few of the hidden weapons and health power-ups, you’ll soon have 
those enemies running away with their warped and deformed tails between their legs. 

Duke Nukem 3D allows you to build 
up a formidable array of weapons, 
ammo, and power-ups. There are nine 
deadly weapons loaded with ammuni- 
tion, plus plenty other goodies you can 
collect to build up your arsenal as you 
make your way through the eerie levels 
created by 3D Realms. And you can use 
the neat weapons you find against your 
human opponents in the Deathmatch levels. For example, in addition to blowing away 
aliens and opposing Dukes with handgun, shotgun, RPG, and chaingun cannon fire- 
power, you can now use pipe bombs and wall-mounted laser trip bombs to blow your 
opponents to smithereens. For more exotic ways to do in your opponents, you can pick 
up a freezethrower that literally allows you to break a frozen enemy to pieces with a 
swift kick of your mighty foot. 

Duke’s ability to move around in a level is also far superior to movement options 
in predecessor games. As Duke, you can look up and down, quickly glance to your 
right or left, or jump over your Deathmatch opponents or up onto structures. You can 
also crouch down for cover or duck under low clearances. And you can fly! Score a 
jetpack and you can take to the air in this game to obliterate your opponents from an 
airborne advantage, or move to more secure areas without having to cross treacher- 
ous terrain on foot. With scuba gear in your possession, you can swim underwater for 
extended periods in several of the submerged sectors that exist in many levels. 

These groundbreaking features are the essential Deathmatch components that 3D 
game players really clamored for—and Duke Nukem 3D did not disappoint. 


Hardware Support Features 


Another admirable aspect of Duke Nukem 3D is the SVGA support. SVGA, which stands 
for super video graphics array, allows you to play in a higher resolution, up to 800x600 
resolution. In higher resolution modes, you see the game’s textures and other graphic 
elements in much sharper detail. If you don’t have a compatible video card or moni- 
tor, you might consider upgrading your equipment to get the most out of your 3D 
action game enjoyment. This is a perfect example of the gaming industry pushing our 
systems to their graphical limits. 
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The shareware version of Duke Nukem 3D allows up to four people to play over an 
IPX-compatible network, or up to two players over a direct modem connection. The 
most common IPX-compatible network in use is by Novell. IPX refers to the protocol 
that is used to send information from one network card to another. Many different net- 
works are used in this country, and not all of them use the IPX protocol. You do not have 
to have a network file server to play Duke Nukem 3D or any other IPX-compatible game. 
All you need are the network cards, the IPX software drivers, the Ethernet network cables, 
and perhaps a hub. The hub is where you connect all the Ethernet network cables together 
so that they can talk to each other, passing game information from one network card to 
another. 

You also have the option to register the shareware or buy the full commercial ver- 
sion, which accommodates up to eight players at a time over an IPX-compatible net- 
work. You can play more than two players by modem, though you have to belong to 
an online service that provides the client software necessary for more than two play- 
ers to play by modem. Modem playing options will be discussed in the multiplayer 
online section in Chapter 7, “Get Your Ass in Gear.” 


QUAKE SHAKES UP THE 3D GAME WORLD 


Quake is built on the 3D engine of the future—and the future is now. The program- 
mers at id Software decided that they no longer wanted a DOOM kind of engine; 
instead, they wanted something that actually provided 6 degrees of movement. They 
wanted a faster engine that would allow true 3D objects instead of the traditional 2D 
texture maps in a 3D environment. It took id Software over two years to develop the 
Quake engine, yet it was well worth it. 

Not only are the look and feel of the Quake world extremely fluid in their motion, 
but also the monsters move in 3D! The movements of the monsters and other Quake 
players are more fluid and realistic than any other previous 3D game. Quake’s engine 
uses up to 500 polygons to assemble the game’s characters. Earlier 3D games used a 
series of bitmap graphics, commonly called sprites, to create their monsters. New code 
for light sources was also added to Quake to allow for very dark rooms, places to hide, 
and shadows. This all adds to the scary look and feel of the Quake world. 

These subtle effects in Quake may seem like minor additions to a 3D engine, but 
you won’ttruly appreciate them until you actually play the game. For example, when you 
fire a rocket down a long hallway, you can now see the light that shoots out from 
your rocket as it passes hallway doors and other structures. This sort of effect is unlike 
anything seen before in previous 3D shoot-’em-up games. 
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As the successor to DOOM, Quake features an engine with many enhancements, 
such as the 6 degrees of movement mentioned previously that allows you to look up 
and down as well as move forward, backward, up, down, and sideways. Up and down 
mobility lets you fly, jump, and float about in the antigravity Deathmatch levels of 
Quake. These antigravity Deathmatch 
levels are way cool: you can get blown 
apart as you slowly glide across the room 
and watch your character’s body parts 
fall to the ground. 

Quake’s engine also surpasses the 
texture mapping process used by earlier 
games. Quake’s engine uses three- 
dimensional objects instead of the 
DOOM method of texture mapping. 
Quake does feature some texture- 
mapped items, but not many. Quake also 
features environmental sound effects, 
like running water; advanced player 
actions, like jumping; and advanced 
Deathmatch networking capabilities. 


JeNOTE 


A All the sounds and music for 
Quake were written, produced, and per- 


formed by Trent Reznor of the hyper rock 
band Nine Inch Nails. You can hear the 
music only on the CD version of Quake. 


What’s New in Quake? 


You can now battle in much more com- 
plex and realistic Deathmatch levels, 
thanks to Quake’s 3D object-oriented engine. There are many multilevel areas con- 
taining bridges, overpasses, and underwater canals from which you can look, hide, or 
attack. Another nice addition to the Quake engine is that when you look up or down, 
your view doesn’t distort or change perspective, which it did in earlier games such as 
Duke Nukem 3D. 

Quake allows up to 16 players in a game over the Internet. This is by far one of the 
best advancements Quake has made to the 3D gaming community. With Quake, it is 
now possible to join games in progress and rejoin them later without the game end- 
ing or screwing up the other players’ games. 

Besides the threat from your human opponents, some of the traps in Quake are 
also quite challenging. Huge spikes pop out of nowhere; nails and other metal objects 
fly at you Indiana Jones-style; hot lava pits call out your name; and of course, you 
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have to deal with the dreaded ever-present slime. The addition of these unpredictable 
traps makes the game very suspenseful and downright mysterious. 

Quake’s artificial intelligence is comparatively better than the Als found in DOOM 
and Duke Nukem 3D. For example, the monsters of DOOM would attack randomly and 
react to noises sporadically, but their reactions didn’t seem consistent. All that has 
changed in Quake. The monsters are amazingly smart in this game. They will investi- 
gate shotgun-shell blast noises, and they’ll use their weapons much more accurately. 
The stronger monsters may hang in the distance waiting for you to tackle a few smaller 
ones first, and then if you make it through, they’ll come after you. It also seems that the 
monsters are willing to beat each other up on a regular basis. If you can catch a few of 
them together, and they don’t know you're there, you might see them beat each other 
to death—silly monsters! 

Human opponents are given a plethora of hiding places and ledges to perform 
their evil Deathmatch deeds. You can use the 3D Quake environment to step down 
into a slimy river, or shoot up through holes in the floor to kill your Deathmatch oppo- 
nents. You can also use the stairs and hidden entrances above your enemies to fill them 
with buckshot. Quake is, in my opinion, the best multiplayer platform for innovative 
Deathmatch games. 


The Quake Server 


Quake is one of the first 3D action games to go live onto the Internet straight out of the 
box. You can play Quake against other Deathmatch opponents from all over the world, 
using your Internet connection to the Quake server. Quake’s predecessors relied on 
add-on software packages to allow them to run over the Internet. id Software was 
thinking about the future of online, multiplayer Deathmatch sessions when it devel- 
oped Quake. There is talk at id Software about creating Quake II, which may feature 
real-time statistics generators for online Internet Quake games. The Quake server will 
be discussed in detail in Chapter 7, “Get Your Ass in Gear.” 

The Quake server has fostered the emergence of groups of dedicated Quake play- 
ers, called Clans. They’re now popping up all over the Internet. The Clans play Quake 
in teams against other Clans, and they are forming a unique online gaming commu- 
nity of Deathmatch players never before seen in such an organized fashion. You can 
now find advertisements on the Clans’ Web pages for tournaments and demonstra- 
tions, and there is even talk of Clans identifying themselves by color. 

Wolfenstein 3D started the 3D action game craze using its online service to dis- 
tribute shareware versions for the personal computer. DOOM contributed multiplayer 


What Is Deathmatch? ; 


Deathmatch capabilities, while Duke Nukem 3D improved on the DOOM engine in 
may ways as well as allowed more players to join in on Deathmatch games. And now 
there is Quake—the future of online gaming. As you can see, the games are becoming 
more sophisticated in the use of multiplayer networks, video graphics, and modems. 
If you’re new to 3D action games, then by all means read Chapter 2, “3D Shoot-’Em- 
Up Games Boot Camp,” which provides basic training for the skills you will need to 
become a truly competitive Deathmatch competitor. 


m 
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f you’re new to the 3D shoot-’em-up-game genre, then it’s time for boot camp. The 
most important thing for you, the recruit, to remember is this: If you’re not aware of 
your situation, and you don’t know how to control yourself, you will only make it that 
much easier for the enemy to destroy you. Tattoo this information on your palm, for 


it is the essence of your very survival in the Deathmatch arena. 


BASIC 3D GAME CONTROLS 


When you are engaged in multiplayer battles within a 3D environment, you need to 
be well informed. You must know how to control your own movements. If you’re play- 
ing in a cooperative situation, you also 
need to know your teammates’ loca- 


NOTE tions. DOOM allows you to check your 
nem 


If the army is confused and 


teammates’ view. In other games, you 
must rely on the message feature to 
know your teammates’ situations. 
Although each game has you con- 
trolling a different character, you control 
them in pretty much the same way, no 
matter which game you play. The mechanics of using the keyboard and the mouse are 
very much the same, whether the game situation requires you to fly Duke across an 
area with a jetpack in Duke Nukem 3D or walk or run the roving marine sergeant on 
the ground in DOOM. This chapter is not meant to replace your original documenta- 
tion; however, we’re going to go over basic features that apply to the main screen, 


suspicious, neighboring rulers will cause 
trouble—hence the saying: “A confused 
army leads to another's victory.” 
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status bar, and controls for the popular 3D games used in any Deathmatch contest. 
“You got that, Private?!” 


STATUS BAR INDICATORS 


The status bar is your own personal control center; it is the main reference device that 
monitors your progress once you are inside a 3D game world. The status bar keeps 
track of vital information, including available ammunition, accessible weapons, health 
status, and armor. Always be aware of your status bar standings, Private! Most 3D 
games allow you to hide the status bar when you feel you can play without seeing the 
status bar all the time. To do this, maximize your viewing screen by pressing the + 
(plus) key until the status bar disappears. You can restore your status bar by pressing 
the - (minus) key until it comes back into view. These + and - screen options are avail- 
able in most 3D games. 

The status bar shown in Figure 2.1 is the status bar that appears on the screen 
when you are playing Duke Nukem 3D. This is by far the most common status bar 
used in 3D games. The status bar is usually located at the very bottom of your screen, 
unless you have your screen maximized. Always keep your eyes on your ammo and 
health ratings. Never, ever let your health and ammo get low. Do everything in your 


Sergeant Hulka Says 

Attention, jarheads! Welcome to boot camp, 

Privates. My name’s Hulka—that’s Sergeant 
Haltia Hulka to you. You're going to listen to every 
word | speak here, and don’t you eyeball me, 
boy. Let me tell you the first thing about this 
boot camp. Your mama isn’t here to help you 
now. You're on my time, and if you don’t like 
it, too bad. You're going to learn the basics of 
3D game control . . . and then some. When 


you finish this chapter, you’re gonna be a 


lean, mean fighting machine. You're gonna be 
running, jumping, dodging, and shooting an 
assortment of firearms. And you'll take no 


prisoners! Do you understand me?! 


GA 
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FIGURE 2.1: The status bar from Duke Nukem 3D is 
typical of the status bars in most 3D action games. 


power to keep these levels up as much as possible. Let’s go over the different indica- 
tors you will see on the games’ status bars to track your progress. 


Ammo 


This indicator shows you how much ammunition you have left for the particular 
weapon you are currently using. Your ammo levels deplete as you use your weapons 
to annihilate your enemies. If you run out of ammo, soldier, you can’t use the weapon 
that requires the anmunition—unless you find more. Picking up ammo caches as you 
make your way throughout a game’s levels builds up your ammo supplies, increasing 
the ammo indicator for the current weapons on the status bar. Some games such as 
DOOM allow you to use a backpack to carry additional ammo. 


Health 


This indicator keeps track of your current state of health. You start 3D games with 100 
percent health, and it’s your job to keep it at 100 percent or higher. If you let your health 
rating drop to 0 percent, you’re dead meat. Some games, such as Duke Nukem 3D and 
DOOM, allow you to boost your health rating to 200 percent by finding hidden health 
power-ups. The concept here is very simple, Private: Keep your health status high, 
otherwise, become one sorry sight at room temperature. 


Arms and Weapons 


This indicator keeps track of which weapons are available to you and which ones you 
currently have in your possession. In 3D shoot-em-up games, you start out with the 
basic weapon setup. This can be a combination of your fists, your feet, and a basic 
handgun. You must defend yourself with the small handgun and quickly find the big- 
ger weapons stashed within the game’s levels to be able to use them. Once you’ve 
found a more powerful weapon, its number will light up on the status bar and you can 
use it to reduce your enemies to mincemeat. 
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Your Character 


When you play a character in certain 3D games, you will be able to see a frontal repre- 
sentation of the character’s face somewhere on the status bar. When you are attacked, 
the face will look toward the enemy fire. This will give you an idea of the direction from 
which you are being attacked. Once your health starts to degenerate, your face will rep- 
resent the damage on screen. If your character’s status bar representation is starting to 
look like a zombie, chances are you need to find a medkit or health power-up soon! 


Armor 


The armor indicator keeps track of how much additional armor you have left. You can 
get armor power-ups that will boost your armor rating, and allow you to take more 
damage than normal. The higher your armor percentage, the less damage each bullet 
does to you. With every attack by an enemy, though, you will lose some armor, as well 
as a little health. Keep your armor level as high as possible by finding the armor power- 
ups around the level. 

All the status bars perform the same function within the games: they keep track 
of your vital statistics. You can then use these visuals to help guide your character 
through the game, and you can see if your health is getting low and in need of replen- 
ishing. This means that you had better find some more health quickly before you decide 
to take on that big, nasty Cyberdemon or a roomful of your Deathmatch brethren. If 
you're not sure what the screen is keeping track of, you can usually press the F1 key 
for online help to explain each of the status bar’s areas. If that doesn’t work, you can 
always look at the original documentation that came with the game. You do have the 
original documentation, don’t you? 


CONTROLLING YOUR CHARACTER 


You joined this boot camp for a reason, Private: You came here to learn the ways of the 
Deathmatch soldier. You’re going to have to study hard, and follow the basic rules for a 
successful campaign in Deathmatch. Now it’s time to go through the paces, recruit. You’ve 
got to learn how to run, walk, turn, strafe, and live like a true Deathmatch soldier. The 
following section details the basic movements of the Deathmatch soldier. Read it, learn 
it, and live it! 
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Walking, Running, and Turning 


Your keyboard is the command device you use for moving your character. You use a 
game’s setup program to tell the game how you are going to move the character. You 
can usually choose the keyboard, the mouse, a joystick, or a Gravis Gamepad. It is also 
possible to use a combination of keyboard and mouse, or keyboard and joystick. It’s 
up to you to experiment and find a combination that works best for you. For most of 
you it is recommended that you stick to the keyboard and mouse setup. Sergeant Hulka 
lives and dies by his mouse, and it’s the preferred method of operation of most 
Deathmatch gurus. Once you’ve set up how the game will accept your input, you can 
also customize joystick buttons, or reconfigure your keyboard keys to your liking. By 
default, the arrow keys allow you to move your character, as follows: 


Up arrow = forward 
Down arrow = backward 


Left arrow = left 


oe o o 


Right arrow = right 


In general, you use the arrow keys to make the character walk within the game’s 
3D environment. Your game’s original documentation explains the other controls. 

For example, when playing Quake you can press the , (comma) or . (period) keys 
to strafe left or right, or press the spacebar to jump. Press F1 while playing a game to 
see help information on controls as well. Some games like Hexen and Duke Nukem 
3D actually let you make your character jump. 


Using the Shift Key to Run 


In most 3D action games, the Shift key serves as your run key. To move your character in 
a 3D world much faster, simulating running instead of walking, press and hold the Shift 
key while using the arrows to move. The character will run in the selected direction as 
long as you keep the Shift key down. In Duke Nukem 3D, the Caps Lock key acts as a run- 
mode toggle key. If you press Caps Lock to turn on run mode, you will always run when 
pressing the arrow keys, and you will stay in run mode until you turn it off by pressing 
Caps Lock again. 


Staying on the Move at All Times 


In 3D action games, you are not required 
to stop your character to shoot your 
weapon. In fact, you should avoid stop- 
ping. Keep moving at all times, and learn 
to shoot your weapon while your charac- 
ter is running (see Figure 2.2). This is a dif- 
ficult maneuver to master at first, but it’s 
the secret to minimizing the impact on 
your health during the heat of battle—and 
even to staying alive. If in Deathmatch 
games you find yourself getting shot from 
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Try to always play your 
Deathmatch contests in constant run 


mode, if this is possible within your cho- 


sen game. The Caps Lock (run mode) 
feature was a nice addition to Duke 


| Nukem 3D. With any luck, future 3D 


games will incorporate this run mode into 
their keyboard commands. 


out of nowhere, chances are your opponent knows how to move and shoot. 

Practice your method of moving and shooting by starting up a level in single-player 
mode. Start out the level by running through the entire level, and anytime you see a 
bad guy, shoot him as you run past by pressing either of the Ctrl keys (if your keyboard 
has two) with one hand while you hold either of the Shift keys (if you have two) and 
press the arrow keys with the other. Skillful players can use the other keys for turning 


FIGURE 2.2: Keep moving at all times while you shoot at opponents. 


controller, but it pales in comparison to 
the mouse when playing Deathmatch. 


20° 


CHAPTER 2 Boot Camp for 3D Shoot-’Em-Up Play 


and strafing at the same time to make their characters moving targets while deliver- 
ing volleys of fire at them. The trick here is to maintain your aim on an opponent as 
you keep yourself in constant motion. You want to hit the enemy, not the walls or 
bushes next to him. This is one of the most important aspects of multiplayer 
Deathmatch games. You must master the ability to shoot on the run if you want to 
achieve any success in a Deathmatch game. 

Most people are familiar with the cliché “Practice makes perfect,” but for 
Deathmatch training the slogan should be modified to: Perfect practice makes perfect. 
If you practice shooting while on the move in an imperfect manner—or worse, if you 
don’t really care to master this move—then you are destined to be the victim of many 
frags at the hands of a lot of Deathmatch players. If you can commit yourself to suc- 
cess, and practice this style of shooting on the move, you’ll be one of the most evil 
mothers this side of the Pecos. Keep practicing, Private, and never, ever give up. 


The Mouse Is Your Buddy 


The mouse is your friend, so get comfortable using this handy device. Players new to 
3D action games often think that they have plenty of time to turn and look up and 
down, but they really don’t—especially 
if they are using the keyboard exclusively 
NOTE to control their characters. For example, 

Quake’s internal timing doesn’t allow for 


A joystick is a good secondary 


very fast turns with the keyboard; in fact, 
it can be choppy at times. While you are 
leisurely taking in your surroundings 
using the keyboard, your Deathmatch 
opponents who are adept at using the mouse have likely already taken in their sur- 
roundings and are placing you in their sites. Before you can say “ouch,” you’ve got a 
rocket up your nose. The internal mouse timing in both Quake and Duke Nukem 3D 
is much faster than the keyboard; that’s why the opponents who use the mouse have 
the upper hand in Deathmatch sessions within these games. 


Doing the Circle Strafe Shuffle 


Strafing is the method used by gamers to move their character from side to side with- 
out turning. Great 3D action game players have mastered this move as well. You want 
to stay in motion while playing Deathmatch, and strafing allows you to keep your 
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weapon pointed on your target while making yourself almost impossible to hit. You 
must learn how to use this method, and the only real way to master it is in a 
Deathmatch game. 

Typically, the Alt key is used to perform the strafe move. Of course you must also be 
able to run, which means using the Shift and arrow keys at the same time. Circling is 
achieved by using a combination of the 
run and strafe keys along with the mouse. 
When you circle your opponent, you must R 
pg: ay vans aot by SE Jour > Circle-strafing is an effective 
weapon pointed at him at all times. This R 

otir $ method of attack when using the mouse. 
will give you the maximum amount of 
time to reduce him to nothing more than 
a puddle of bones and goo. To circle, 
move the mouse in the opposite direc- 
tion from the direction you are strafing. 
If you wanted to circle your enemy from 
the left, for example, then press the left strafe (Alt) key and move your mouse to the 
right. Perform the same steps in the opposite direction to circle your enemy from the right. 

Strafing can be a difficult maneuver to master, but with enough practice, you’ll be 
able to compete with the best Deathmatch players around the world. For practice, try 
this move without using the Shift key at first. Then, once you’re circling, you can press 
the Shift key to add some speed to the move. This might sound next to impossible, but 
without question the circle-strafe attack is by far the most effective attack and a favorite 
among most Deathmatchers. 


Use the mouse to circle your opponent 
while pressing the key that allows you to 
strafe—this way, you literally run circles 
around him while filling him with nails. 


PRIME CONTROLLER CONFIGURATIONS FOR DEATHMATCH 


When you first install a 3D game, you can just use the default keyboard setup. Most 
people tend to use the defaults after they’ve first installed the game. This is fine for 
single-player games, but when you’re into a Deathmatch situation, you might want to 
try modifying your keyboard setup for your own level of comfort in using the keyboard 
controls. The following recommended modifications to default configurations have 
been used and tested in actual Deathmatch play. We think they’re the best of the breed. 
If you’re willing to try something new, these key combos can provide you the ease of 
use that you demand, as well as the proper finger positions to frag the hell out of your 
opponents. 
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You don’t have to stick to these examples, of course, and you should be willing to 
experiment with the keyboard layout. Also, don’t forget about using the mouse as well 
as your keyboard. In Quake, you literally can’t survive if you are playing against some- 
one who knows how to use a mouse in a Deathmatch game. You’re dead meat if you’re 
not up to speed on your mouse skills, soldier! Practice playing the game in single- 
player mode until you can run and move and shoot using the mouse. 


DOOM’s Keyboard Controls 


The guys at id Software got most of the keys right, but many Deathmatchers, myself 
included, prefer to use their left hands when they need to strafe. Most right handers 
will want to hold the Alt key and use the left and right arrow keys to strafe from side 
to side. The method that works the best for you might depend on how you set up your 
keyboard. Some people who play Deathmatch prefer to exchange the use key (typi- 
cally, the spacebar) with the fire key (often the Ctrl key), which allows them to fire 
using the spacebar and to open doors with the Ctrl key. If you use a mouse with the 
keyboard, the default mouse configuration works well. 


Duke Nukem 3D’s Keyboard Controls 


The default keyboard setup in Duke Nukem 3D works very well. There are some keys, 
however, that you need to master to play this game successfully. These include all the 
shortcut keys for inventory items, like the H key (for using a Holoduke you’ve acquired 
during the course of a game) and the J key (for turning on and off the jetpack). 

You will also find to be quite helpful several additional keys for looking around 
your 3D environment. The PgUp and PgDn keys make Duke look up and down. You 
can also use the Insert key to look to your left, and the Delete key to look to your right. 

The A key allows you to jump, and the Z key lets you crouch down. These too are 
very important Deathmatch keys. Learn to use these keys to hide behind objects and 
duck for cover as you traverse areas in the 3D world of Duke Nukem 3D. For example, 
holding the Z key as you move forward makes Duke crawl across the terrain, or shimmy 
behind counters. Mastering these kinds of unique movements for character control 
are essential to enlivening your Deathmatch play. 

Other helpful keys in Duke Nukem 3D are the inventory control keys. As in DOOM, 
Quake, and other games, you can press the F1 key while playing to get a full explanation 
of all the keys and the function each performs. You must know everything there is to know 
about each game in which you intend to play Deathmatch; otherwise, you'll be like a 
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little rabbit staring into the headlights of a 1973 Dodge that’s coming straight at you at 
120 miles per hour in the darkest of night. Before you know it, you’re fragged, soldier! 


Quake’s Keyboard Controls 


The default key configuration in Quake R 


works great for most players, with only 


In Duke Nukem 3D, your 


one exception: Many devoted Quake Backspace key will let you perform a 


Deathmatchers also like to set the mouse 
for looking around. From the main 
menu, you can customize the Quake 
keyboard controls to suit your fancy, 
except for the functions of the function 


180-degree turn. This is handy for turn- 
ing the tables on your Deathmatch oppo- 


nents while you retreat from those 
attacks from behind. 


keys (F1 through F10 or F12), the Esc key, and the ~ (tilde) key. Table 2.1 lists the 


default Quake keyboard setup. 


TABLE 2.1: DEFAULT QUAKE KEYBOARD CONTROLS 


FUNCTION KEY 
Help Fl 
Save game F2 
Load game F3 
Options menu F4 
Multiplayer menu F5 
Quicksave F6 
Quickload F9 
Quit to operating system F10 
Screenshot F12 
WEAPONS 

Axe 1 
Shotgun 2 
Double-Barreled Shotgun 3 
Nailgun 4 
Supernailgun 5 
Grenade Launcher 6 


(Continued on next page) 
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FUNCTION KEY 

Rocket 7 
Thunderbolt 8 

Change to next weapon / (slash key) 


MOVEMENT 


Move and Turn arrow keys 

Jump or Swim spacebar or Enter 

Run Shift 

Sidestep Left . (period) or > (greater than) 
Sidestep Right , (comma) or < (less than) 
Strafe Alt 


OTHER CONTROLS 


Main menu Esc 

Console ~ (tilde) 

Look Up Aor PgDn 

Look Down Z or Del 

Center View X or End 

Mouse Look \ (backslash key) or center button 


The Quake Console Commands 


In Quake the console is a very important tool for both single-player mode and 
Deathmatch play. To activate the console, press the ~ (tilde) key. When the console 
is active in a single-player game, the game will pause. This gives you the capability to 
issue a wide variety of commands. If your keyboard doesn’t have a ~ (tilde) key, or 
if you find this keystroke a little clumsy, you can also activate the console from the 
Options menu. 

Table 2.2 lists the most common Quake console commands. You type these com- 
mands on the console screen to activate or deactivate them. Many commands have 
an enable mode (+) and a disable mode (-). You’ll need to know these commands if 
you plan on altering your Quake games during play. Command types are identified in 
the Command column as follows: (A) = action, (C) = command, (T) = toggle or flag, 
and (V) = variable. 
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TABLE 2.2: BASIC QUAKE CONSOLE COMMANDS 


COMMAND SYNTAX/DEFAULT DESCRIPTION 

+klook When klook is active, forward and back 

-klook (A) become look up and look down. 

+mlook When mlook is active, moving the 

-mlook (A) mouse forward and backward performs 
a look up and look down, respectively. 

+moveup When moveup is active, the player is 

-moveup (A) swimming up in a liquid. 

+showscores When showscores is active, in single- 


-showscores (A) 


player mode, the current level stats are 
shown on the status bar. In multiplayer 
mode, the current frags are shown on 
the full screen. 


ambient_level (V) 


ambient_level <n> 
default n = 0.3 


Controls how loud ambient sounds are. 
Sounds include wind, water, and others. 


_config_com _config_com_baud <value> Sets the default baud rate for the 

_baud (V) default value = 57600 modem. 

fly (T) default = off Toggles Fly mode. Use the moveup and 

movedown commands to adjust height. 

fraglimit (V) fraglimit <value> Sets the number of frags needed before 
default = 0 exiting a level. 

gamma (V) gamma <value> Sets the gamma correction level (a.k.a. 
default = 0.0 brightness.) 

god (T) default = off Toggles God mode. 

impulse (C) impulse <value> Performs weapon selection and also a 


few cheats for the selected value. 

1-8 selects the corresponding weapon. 
9 gives you all the weapons and keys. 
10 selects your next weapon. 

11 gives you a rune. 

255 gives you quad damage. 


vid_describemodes (C) 


Reports information on all video modes. 
Example output: 

xk standard VGA modes 

*& Kk 0: 320x200 


vid_mode (C) 


vid_mode <mode> 


Sets the video mode. 


viewsize (V) 


viewsize <value> 
default = 100 


Sets the screen size. 
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The list in Table 2.2 is not a complete list. There are many other console com- 
mands that are not listed here, because the list is exhaustive. If you have access to the 
Internet, you can find a complete list of the console commands at the Quake Stomping 
Grounds—otherwise known as http://www.stomped.com/console.html At this Web 
site you’ll learn about new Quake console commands when playing on Quake 
Deathmatch servers. All the new commands are shown to you as you log onto a new 
Quake server. Quake server commands and the Quake Stomping Grounds Web site 
will be covered in more detail in Chapter 5. 


CONTROLLING SECTOR EFFECTS 


In your 3D game environments, you will often have to scout out and secure buildings 
and other areas. Buildings, rooms, and any other area in a 3D game level are sectors 
created by the games’ designers. In some buildings or areas there can be more than 
one floor or level, and very often there is a nearby elevator or other lifting effect that 
provides you access to these other floors, as shown in Figure 2.3. You can access an 
elevator by moving your character directly in front of its door until you can’t move for- 
ward anymore, and then press the spacebar on your keyboard. The spacebar (typically, 


FIGURE 2.3: Here is an example of an elevator in Duke Nukem 3D. 
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the use key in most games) is the default key to open doors and operate effects like 
elevators. 

Once the elevator’s door opens, enter the elevator. Sometimes you have to press 
the spacebar again to lift or drop the elevator car. Once you’ve arrived at the new des- 
tination, hightail it out of the elevator if the door is open, or press the spacebar again 
to reopen the door. Most similar effects, like moving platforms or sliding doorways, 
use this same method of opening and closing. 


Secret Doors 


You won’t find secret doors as easy to spot as regular doors. Even if you’ve found a 
hidden door, it might not open. This usually means that you have to flip another switch 
as well as the switch for the hidden door to open it. Most hidden and secret doors are 
easy to find, once you know what to look for. Watch the walls for discolored areas or 
areas illuminated by flickering lights. You might see something that looks a little too 
small to be a door, but check it out—sometimes it turns out to be a hidden door. 


Keycards 


A keycard is a common 3D game device that you must search for and take possession 
of whenever you can. Very often keycards get you into areas that are otherwise locked 
and inaccessible to you. Typically, they are color coded. For example, to open a door, 
gate, or other locked barrier that is marked with a color—usually red, blue, yellow, or 
green—you need to have the matching-color keycard. Keycards generally look like big 
credit cards, and they tend to be fairly well hidden in different parts of the levels. 
Sometimes they are prominently situated on top of a counter or pedestal, and other 
times they are tucked away in a dark cavern or inside a cabinet. When you find a key- 
card in a game, be sure to take it! You most likely will have to use it later in the game 
to finish the level. 


Switches 


Flipping switches can be performed by simply standing directly in front of the switch 
and pressing the spacebar. When a switch is flipped, it will change its appearance 
somehow to let you know that you turned it on or off. Sometimes you will encounter 
a set of switches or a bank of switches. In these situations you will need to flip the 
switches in a particular order, or set some in one position (turn them on or off) while 
leaving the others in the opposite position (turned off or on) to activate the device 
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controlled by the switches. If you don’t get a response from a particular switch, chances 
are it works in combination with another switch that you will have to find and flip to 
activate the intended device. 


MAIN MENUS 


To start actually playing a game, you need to access the game’s Main menu. In most 
games you display the Main menu by either pressing the spacebar or the Esc key (see 
Figure 2.4). Then you can use your key- 
board or mouse to select Main menu 
| options, depending on what it is you 
The Esc key is in the upper-left want to do. For example, move a high- 

corner of your keyboard. light to or select the option for starting a 
new game and press the Enter key to 
start the game. If you want to modify 


hae i. ae BE i eo j 
DARROLL PeaĽih iane. Ta CEU 
FIGURE 2.4: DOOM’s main menu screen. 


certain game settings before you play, 
such as altering sound effects or graphic 
options, select the appropriate Main 
menu choices. 

Most 3D games have a range of dif- 
ficulty levels from which you can select 
before starting a new game. You can 
choose a lower, super-wimpy kind of 
level . . . a level of average difficulty .. . 
or an incredibly hard level, all by chang- 
ing the difficulty level setting at startup. 

When starting Deathmatch games, 


cd REE 


If you're new to a certain 
game, start out at the first or second dif- 
ficulty level until you feel confident that 
you can kick some butt. Once you're 
comfortable at one of the these levels, 
Private, maybe you'll feel you have the 
mettle to choose one of the harder levels 
and become a true 3D gamer! 


all players must agree on the difficulty level at startup. Once you and your Deathmatch 
mates agree on which level you are going to play, each player will choose this level 


before starting the game. 


AUTOMAP FEATURES 


Most 3D games offer some sort of mapping feature, frequently known as the Automap. 
Unfortunately, Quake doesn’t provide an Automap feature. To activate a map feature, 


you simply press the Tab key on your 
keyboard. In Duke Nukem 3D you can 
change the level of detail by pressing Tab 
again. The first time you press Tab, you 
see, superimposed over the screen, a line 
map or diagram of the general area 
you're currently in, as shown in Figure 
2.5. Press Tab again, and the line map is 
replaced by the textures of the sur- 
rounding area. Finally, press Tab one 
more time to exit the Automap feature 
and return to a normal screen view. 


NOTE 


The portions of the maps you 
see with the Automap feature generally 
show only the areas in which you've 


already traveled during the present 
game. Your character is represented by a 


small graphic device of some sort, such 


as a white arrow or dot on the map 
you're viewing. If you're represented in 
the Automap by an arrow, the arrow (log- 
ically enough) will point in the direction 
you are facing. 
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FIGURE 2.5: The Duke Nukem 3D Automap feature provides a line map of the area you are in. 


Moving Around with Automap Turned On 


You can move while viewing the Automap by using the arrows on the keyboard, just 
as you normally move when Automap is off. Most games provide a key that also lets 
you move the map without actually moving your character—in Duke Nukem 3D and 
other games, you do this with the F key to toggle on and off the Follow mode. With 
Follow mode turned on, you can move the map while the arrow or dot representing 
your character remains stationary. In DOOM, you can also press the letter G when the 
Automap feature is turned on to display a grid over the map. 


Zooming the Automap In and Out 


With the Automap feature active, most 3D games allow you to zoom in or zoom out 
your view of an area. Press the + (plus) key to zoom in, or press the - (minus) key to 
zoom out. Avoid prolonged movement of your character while you are viewing the 
Automap, because you cannot see enemies or other perils directly in front of you. You 
might step into a column, come face to face with another human opponent or a mon- 
ster, or drop into a toxic pit. So be extremely careful moving your character while 
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viewing the Automap, because it’s a little like driving a car and trying to eat a burrito 
at the same time. You have to keep your eyes on the road, but you don’t want to drip 
hot sauce onto your new Bugle Boys. Don’t rely on the Automap in areas where there 
might be lots of enemies—or you might be reduced to sawdust while trying to see the 
forest from the trees with the Automap feature. 


SAVING YOUR GAMES 


Although it might appear obvious, saving your games in progress is the key to success 
in 3D action games. Save your game often, for this simple action is an essential part 
of winning any 3D action game. With your games saved, you can reload any saved 
game from the exact point where you were when you saved that particular game. If 
you die soon after saving a game, you 
can restore the game and begin anew at 
that point—instead of having to start the , 
game all over again at the very begin- Listen up, Privates: Save your 
ning. That’s why saving often is strongly games often! 

recommended. 

To save a game in progress, choose 
the Save Game option, enter a name into one of the available slots, and press Enter. If 
all the available slots are filled with other saved games, you can write over any of them 
by selecting one of the occupied slots and pressing Enter. This renames the slot and 
stores the newer saved game. 


GAMMA CORRECTION 


Most 3D games have an option that lets you adjust the gamma setting on your screen. 
You can lighten up dark screens by adjusting this setting. Most games have four lev- 
els of gamma correction. Many Deathmatch gamers like to use the highest gamma 
level to ensure that they can see everything on the screen. Other gamers prefer to set 
the gamma lower to make the game creepy or dark for night-type missions. The gamma 
is set by you, so set it exactly how you prefer it. 


COMPLETING LEVELS 


At the end of each level you will find an exit. These exits are represented by a symbol 
that can vary from a circle in Terminal Velocity, to an exit sign like those you see in DOOM. 
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The symbol is the same from level to level in any one game, making the exits clearly rec- 

ognizable by players. Keep your eyes out for the signs; you might not always be able to 

exit when you initially see the sign, but you’ll know where it is when you do need it. 
Press the spacebar while standing directly in front of an exit sign to exit the cur- 


rent level and proceed to the next level. 
When you exit a level, usually your score 
is then tallied, and you are shown how 
many secrets you found on the mission, 
your ratio of kills, how many monsters 
you left alive, and the amount of time it 
took you to finish the level. 


Competing Against a Level’s Par Time 


YOUR TIME: 
PAR TIME: 
320 REALMS TIME: 


ENEMIES KILLED: 
ENEMIES LEFT: 


SECRETS FOUND: 
SECRETS MISSED: 


The par time is the time the whiz-kid programmers needed to make it through the 
level. These par times are so fast that they look like they are made up. “How can any- 
one do it that fast?!” you might be asking yourself. The par time is by far the best time 
to finish a level. If you can complete a level at or under par, you’re an awesome 3D 
gamer. If not, don’t worry, recruits; most veteran 3D gamers can’t do it either. 

The guys who achieve these super-fast times are the same guys who created the 
actual game levels, so they do have a big advantage. If you find that you are matching 
or beating the par times playing Duke Nukem 3D levels, maybe you should send 3D 


Realms a résumé. 


A WORD ABOUT VIOLENCE IN 3D LAND 


Popular 3D action games contain a great deal of simulated violence. The success of 
DOOM only helped propel the violence into the media spotlight. When Duke Nukem 


These games contain violence. 


3D was released, the makers of the game 
decided to add a parental lock feature to 
the game. The parental lock allows a par- 
ent or guardian to set a password for the 
game. The password effectively turns off 
the simulated violence; the game can 


still be played, but the graphic violence is gone. This way, little Jimmy has no way of 
seeing the simulated violence while playing the game. After you put little Jimmy to 
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bed, though, all you need to do is type the password, and you can enjoy annihilating 
your enemies in explosions of blood and gore. 


Sergeant Hulka Says 

Private, you've been prepped with the basics of 
3D combat control. What you need to pay atten- 
tion to in Chapter 3 are the Deathmatch rules. 
Single-player games are fun, and you might think 
you know it all . . . but let me tell you something, 
Private, things change in Deathmatch games. You 
must learn the differences, so that you're not 


caught with your pants down. Prepare for 
Sergeant Hulka to bombard you with the tactics 
of how to start custom Deathmatch levels, which 
rules change while in a Deathmatch game, and 


what you might expect from the online services 
while playing over modems and the Internet. Well, 
what are you waiting for, slug? Get your butt over 
to Chapter 3, on the double! 


ng Yourself 


Prepar 


for Deathmatch 


36°) CHAPTER 3 Preparing Yourself for Deathmatch 


ow that you’ve put yourself through the paces of 3D shoot-’em- 
up play, soldier, you need to prepare yourself for your imminent Deathmatch encoun- 
ters. If you are going to pit your skills against other Deathmatch combatants, then you 
must adequately prepare yourself for what to expect in Deathmatch play. Play style in 
Deathmatch is very different. It isn’t any leisurely stroll through a solo-player level. 
You've really got to be on your toes. You’ve got to know your level. And you’ve got to 
know where you can find Deathmatch contests. Above all else, you’ve got to know the 
most efficient methods for offing your opponents—and the best way to do that is to 


become intimately familiar with the levels you play in Deathmatch games. 


KNOW YOUR GAME 


To get to know your game you must understand the ways in which a 3D action game 
changes when you engage in battle on a Deathmatch level. Changes such as the amount 
of weapons and power-ups, the presence or absence of monsters, and the number of 
human-controlled enemies all affect how you play against the other players. When 
you first begin your foray into Deathmatch play, make it a point to study the levels you 
play and the behaviors of your opponents to gain a comprehensive feel for a 
Deathmatch level. 


Know Your Game 


Sergeant Hulka Says 


So you think of yourself as a Deathmatch 


gamer, huh? You think you got what it takes to 


challenge the big boys, don’t you, Private? Well, 


guess again! You can’t just mosey on into a 


Deathmatch level unprepared. First off, you’ve 


got to know where the big weapons are, and 


then you've got to move your butt pronto to get 
them. If your opponent sees you, then you can 
bet your booty he or she knows the weapon is 
there, too. Then it’s every Deathmatcher for 
themselves in a mad rush for that chainsaw or 
shotgun. You gotta learn quickly to move where 
your opponents don’t expect you. So here you're 
gonna prepare yourself for Deathmatch con- 


tests, and keep in mind these words: “Appear in 
places to which the enemy must hasten; move swiftly to where the enemy does not expect 
you.” Got that, Private? 


To be successful, you want to know each nook and cranny of a level as well as rec- 
ognize the elements of your surroundings that can contribute to your handily getting 
the best of your enemies. For example, knowing a simple detail such as where to find 
a trash can that is concealing a medkit in a Duke Nukem 3D level can help you out 
tremendously when you’re low on health and about to engage with a fellow 
Deathmatcher or two. 


GETTING ACQUAINTED WITH THE LEVEL 


If you plan on playing at Deathmatch level, it is a good idea to know the selected game 
inside and out (see Figure 3.1). Do this by playing the game’s levels in single-player 
games. If you don’t know the level(s) in which you intend to play Deathmatch, then 
your opposition could easily have the upper hand over you on all levels. You may think 
you’ve mastered using the RPG launcher in the right Duke Nukem 3D situations or 
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FIGURE 3.1: Know your Deathmatch levels inside and out. 


reducing monsters to confetti with the chainsaw in DOOM . . . but if you don’t know 
where to run, turn, and hide, you’re dead meat. 

Study every level you play extensively before you even consider playing an oppo- 
nent in Deathmatch. When studying a level, keep your eyes out for the following item 
locations: ammunition, power-ups, hiding places, secret doors, alternate entrances to 
rooms, and, of course, the weapon locations. 

Even if you do learn the details of a level in single-player games, you still must 
study key weapon and power-up locations in a Deathmatch level, because not all the 
items you see in that level appear in the same level played in single-player mode. 
Although the physical structure of a level will not change in Deathmatch play, there 
will be alternative locations for weapons, ammo, and power-ups. This is why study- 
ing levels in Deathmatch settings is so important. 

If you play a level long enough, you’ll know when to run, jump, and fly. But without 
extensive familiarization with a Deathmatch level, you'll be the mouse in a field about to 
be swooped down on by a hungry hawk—and nobody likes to be eaten by hawks. 


How Do | Learn a Level? 


You learn the ins and outs of a level in which you will play Deathmatch, in several 
ways. The best way is to play it again and again. If possible, it can be extremely helpful 


Know Your Game 


if you do this with a close friend who’s willing to help you learn the levels and point 
out prime locations for weapons and power-ups. With luck, this friend will do this 
without destroying you every chance he or she gets; otherwise, you’ll have to go it 
alone and do the best you can to familiarize yourself with the level while keeping your 
butt alive. 

As you play a level in Deathmatch, take mental notes of the location of weapons, 
power-ups, secret doors, and other noteworthy articles and areas. Maybe your train- 
ing buddy won’t beat you up too badly, even if it’s hard not to pounce on an unsus- 
pecting novice standing by idly waiting for something to happen. However, this too 
can be instructive. If your friend pounces on you from time to time, he or she is help- 
ing teach you the motives and attack methods you will see against even more 
unfriendly enemies. Learn from these opportunities, and use what you learn against 
your future opponents. 

There are levels recommended later in the book for learning Deathmatch, and they 
are prime examples of what makes a good Deathmatch level. Use these levels to learn 
the secrets of Deathmatch play. 


Study Your Opponents 


Knowing your opponents’ habits is one of the best weapons you can have in 
Deathmatch contests. If you play against the same people all the time, you’ve proba- 
bly noticed their little secrets and habits—such as where they like to hide out, the 
places they are most likely to stalk you, or their favorite mode of transportation to a 
well-stocked area. You also can learn aspects such as which weapon they favor as their 
primary weapon, whether they aggressively barge into an area or approach with cau- 
tion, or whether they attack from the front or behind (see Figure 3.2). 

What happens when you play someone new? With games like Quake, which can be 
played over the Internet, you often have no idea who you're playing, and you definitely 
don’t know any of their habits. In these cases you must rely on your knowledge of the 
level, or be prepared to die. Chapter 4, “Strategy and Tactics to Obliterate Opponents,” 
provides a comprehensive list of Deathmatch strategies that you can use to defeat your 
unknown opponents. You can use these strategies to whip butt in DOOM, Duke Nukem 
3D, and Quake or any other 3D action game you choose for Deathmatch play. 
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FIGURE 3.2: Learn the traits of familiar enemies, to give you a leg 
up on wiping them out every time. 


UNDERSTANDING DEATHMATCH MODES OF PLAY 


Deathmatch can be played in one of two modes. You play either in cooperative mode 
or in Deathmatch mode. Cooperative play involves working together with other 
Deathmatchers to gang up on the game’s monsters or enemy Deathmatchers, who are 
cooperatively working together to destroy you and your allies. Although, Deathmatch 
mode is usually an every-player-for-themselves donnybrook. 

In general, you start Deathmatch levels with all necessary keycards or similar 
devices for opening any locked doors. Starting a Deathmatch game is simple. When 
you choose your Deathmatch game from the game setup menu, choose the Deathmatch 
option. You will then need to tell the setup program how you intend to play—that is, 
you will need to select either cooperative mode or Deathmatch mode. If you don’t spec- 
ify how you want your Deathmatch game to perform, the game will default to the last- 
chosen Deathmatch option. 


Cooperative Mode 


In cooperative mode you and other players work together as one collective unit to solve 
the puzzles of the levels and destroy the enemies, who are also working together as a 
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team. When you start a Deathmatch level in cooperative mode, you begin from the 
same location where you begin the level when you are playing the game by yourself. 

When you are playing cooperatively, it is possible in some games to switch your 
on-screen viewpoint to that of an ally player. If you’re playing Duke Nukem 3D in coop- 


erative mode, for example, you can press 
the K key on your keyboard to toggle 
to the other players’ viewpoints; this 
means you see what they see. Press any 
other key to return to your view. This is 
possible in other games as well. 

If the K key doesn’t serve this pur- 
pose in your game, try the F1 key to get 
some help. For many 3D games, press- 
ing the F1 key during play displays the 
game’s keyboard layout. What you’re 
looking for is the Viewpoint key. This is 
the key you use to toggle through your 
teammates’ points of view. This feature 
can be an invaluable asset to any team 
playing in cooperative mode. By seeing 
what your teammate is seeing, you can 
act quickly to assist him or her if trouble 
arises. For instance, if your buddy is sud- 
denly about to be up to his or her eye- 


When you switch views so that 
you are looking at scenes through the eyes 
of your cooperative Deathmatch team- 
mate, your own status bar remains dis- 
played at the bottom of the screen. Be 
aware of this, because if your character’s 
indicator starts to show signs of pain and 
rapidly failing health while you're viewing a 


teammate’s viewpoint, it’s not your team- 
mate who’s being hurt, it’s you! Toggle 
between your teammates’ and your own 
viewpoints frequently to make sure you are 
not under attack. While you’re using a 
teammate’s eyes, your own character is a 
sitting duck . . . and extremely vulnerable. 


balls in shotgun blasts from several converging enemies, you can use this feature to 
anticipate the situation and act quickly to help quell the attack. This feature can also 
be helpful in giving you a good idea of where your teammates are inside the level, pro- 
vided you know the level well enough to recognize their locations. 


Deathmatch Mode 


In Deathmatch mode, you and everyone else playing the level compete against each 
other. You will not be able to determine the other players’ locations with the Automap 
feature, and you will not be able to switch to their viewpoints. In Deathmatch mode 
you start your levels in completely different areas of the map from the other players. 
No one player knows exactly where the other players are when you first start a new 
level, and you must first kill off all the computer-controlled monsters if you are playing 
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with them turned on. Next you must gather all the ammunition, health, and inven- 
tory items that you can before you’re spotted by another gamer, and then it’s time for 
a blood bath! Oh, the inhumanity . . . 

Each Deathmatch level has a definitive number of starting points that are always 
in the same locations each time you play. The only aspect that changes each time you 
start is which one you’ll appear from at startup, or when respawning after your most 
recent death. You don’t have much control over where you start out in a level when 
you start a Deathmatch game in Deathmatch mode. Because of the random starting 
points, play is harder and more unpredictable. You can use this to your advantage, 
however, by learning where the starting points are and converging on one or more of 
them as soon as possible to beat your opponents to the punch. 

Seeking out your opponents in Deathmatch mode is a matter of running through 
the level and quickly locating the big weapons. If you and your opponents know the 
locations of these weapons, you will have to fight for them. 

For example, suppose you and your opponent both know where an RPG launcher is 
in a Duke Nukem 3D Deathmatch level and you’ve just appeared from your random 
Deathmatch starting points. Suppose also that you have done your homework, and you 
know that on the way to the RPG launcher you can pick up a nearby shotgun, and that 
there are two medkits (health power-ups) close to the RPG launcher. You can plan to first 
pick up and then use the shotgun to fight your opponent for the RPG launcher. Then, if 
you run low on health after the encounter, go for the two medkits before you set out to 
destroy another opponent. Or, in the same situation, you can flee from the battle low on 
health to retrieve the medkits, which boosts your health back up, and then you return to 
the battle. If your opponent’s low enough on health, then you'll have him nailed. This 
can all happen within a few seconds, but by preparing yourself for what can happen, 
you've got the edge over the opponent. 

Another very important thing to do once you start a Deathmatch level is to find 
armor. Armor and health power-ups that boost your health status beyond the 100 per- 
cent marker fortify you to take on aggressive enemies at the start of a level, and help 
you last a lot longer. With a higher health status, you are well fortified to go find your 
weapons; just keep your eyes open for extra health power-ups. 


Deathmatch 1.0 vs. Deathmatch 2.0 


DOOM introduced the gaming community to multiplayer gaming with Deathmatch 
mode. Although Deathmatch isn’t an add-on or separate program, it is a mode of play 
offered by most 3D action games. Games like Hexen, Duke Nukem 3D, DOOM, and 
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Quake provide Deathmatch mode support. For many, the Deathmatch mode of play is 
the most exiting aspect of 3D action games. Some differences should be noted, how- 
ever, between the earlier version of Deathmatch and the one that is used in today’s 


crop of games. 

DOOM’s Deathmatch 1.0 allowed 
each player to pick up and use a partic- 
ular weapon only once during the course 
of play on any one level. Unlike in the 
real or physical world, the same partic- 
ular weapon was available to any gamer 
who encountered it—but any one player 
couldn’t pick up the same weapon more 
than once. This kept players from using 
a certain weapon many times. If you 
were killed in action, you could go back 
and pick up the weapon again after 
respawning, but no more than one time. 
In Deathmatch 1.0, all power-ups disap- 
pear once they are taken, and they 
remain unavailable for the balance of 
the level. This feature was fun at first, 
but many players soon clamored for 
more respawning power-ups, which id 
Software provided with Deathmatch 2.0. 

Deathmatch 2.0 was introduced to 
the gaming public in DOOM II. This ver- 
sion of Deathmatch allows weapons and 
power-ups to reappear or respawn dur- 
ing play on any one level. The length of 
time it takes for items to respawn varies 
from game to game, but it typically takes 


ha 


When playing Deathmatch, 
pausing your game will change from the 
normal way the game runs. When you 
activate the Options menu or submenu by 
Pressing the Esc key or its equivalent, 


depending on the game, the game keeps 
running so that other players may continue 
with the bloodshed. Therefore, you might 
want to find a nice place to hide before 
making any changes to your screen size, 
sound, and so on. 


SS J NOTE 
Al In most Deathmatch games, a 


player may pause the game by pressing 
the Pause key, but another player may 


immediately un-pause it by pressing the 
Pause key again. Make sure it’s OK with 
the other players before making a quick 
pit stop in the bathroom. 


no longer than 30 seconds. This is a very popular feature of Deathmatch 2.0, and newer 
games like Quake still use this version. Deathmatch 2.0 is the only version of 
Deathmatch that is being offered in today’s newer games. 

You can play either version of Deathmatch in DOOM II, but if you have DOOM, 
you are limited to version 1.0. In version 1.0, you have to outwit and outscore opponents 
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based solely on your abilities to fight in the game, because all your health is gone after 
ashort while. Using Deathmatch 2.0, you can take advantage of the respawning power- 
ups to plan your strategies and prolong your game. 


CHATTING 


In a Deathmatch game, you can actually chat with other players using Chat mode. 
Most 3D games feature the chat option. DOOM, Duke Nukem 3D, Hexen, Heretic, and 
Quake all use the T key to initiate Chat mode, but there may be a few games that pro- 
vide another key for this feature. You can always refer to your original documentation 
to see what key is assigned to this feature in your game. 

To send a message to all players, press the T key and then type your message. Press 
Enter, and all the other players receive your message on their screens. This feature was 
introduced in DOOM, and it has been used in most 3D action games ever since. The 
way Chat mode is used has not changed much from game to game; Chat mode is sim- 
ply a way to type a small, and usually taunting, message to your opponents, as shown 
in Figure 3.3. 
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FIGURE 3.3: Use your game's Chat mode to taunt or distract a 
Deathmatch enemy. 
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Chat Macros 


You can create simple macros that let you set up your insults or taunts in advance— 
so that you don’t have to waste any time typing them while playing. You simply press 
the corresponding keys to insult your 
opponents, and then proceed to sneak 
up behind them and blast them in the A NOTE 
back of the head with your laser. a 

Duke Nukem 3D has a macro capa- 
bility to send messages. Run the setup 
program before game play, and you can 
define up to ten macros. After defining 
the macros, you can activate a macro by 
pressing the Shift + (the macro’s assigned 
function key, F1 through F10). This 
sends the macro you defined to the other 
players. When you start a Deathmatch game, there is a chat macros line in the lines 
of code Duke Nukem 3D shows while it is loading. All ten of your macros will be shown. 
If it states that no macros are defined, you’ll have to exit to the setup menu, and then 
enter the macros. 


=~ 


In most 3D action games, the 


Chat Macro option can be found under 
the Network Game setup at the Main 


menu. Select Network Game and then 
Chat Macro Setup. If these commands 
are different for the game you have cho- 
sen, consult the game’s documentation. 


ETERNAL LIFE 


3D action games are a little different than most typical adventure games in the num- 
ber of lives available to the player. When you die, all you need to do is press the space- 
bar to start the level again. True, you will not have the weapons or health you 
accumulated during the previous attempt to finish the level, but you are not limited 
in the number of lives you have. You can keep regenerating—called respawning— 
yourself as many times as you need to. Older arcade games, like Defender, Tron, Gorf, 
or Pac Man might only allow you three chances, with the option of earning extra lives 
by getting a certain number of points. For example, in the arcade game Defender, you 
start the game with three lives, and for every 12,000 points you earn another life. You 
could accumulate quite a few extra lives in this way, but eventually you run out of 
turns as the game becomes more challenging. 

You don’t run out of turns in 3D action games. You get all the lives you need to 
play the game. The only limitations 3D action games place on your character’s exis- 
tence is time periods in games that have timed levels or frag limits. 
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WHAT'S A FRAG? 


A frag is the term used to describe death in a 3D action game. Every time you kill 
another player in Deathmatch, this is known as a frag (supposedly for “reduce to frag- 
ments”). It’s not good to be fragged. It’s unseemly to be fragged. This is what you want 
to do to the other players: frag them! 

Deathmatch also has also a lesser-known term, tele-frag. A tele-frag occurs when 
someone else teleports on top of you. If you run through a teleporter to get away from 
an enemy, and if he decides to follow 
you through the teleporter, you can be 


J tele-fragged when you reach your desti- 


Wiarepas lundtaunour nation. = no a * n with frag- 
destination after teleporting, promptly a REDE A ese I AA 


ime! 
get off the destination spot. If you just cell phone'at the same time!) 


If you have ever been running 
stand there, ‘re only asking to be : 
y man ay © through a Deathmatch level and noticed 


a bright flash of light near a transporter, 
immediately followed by a scream, you 
have just been eyewitness to a tele-fragging. Use this knowledge to your advantage! 
If you see an opponent going for a teleporter, quickly run behind him and go though 
it. You’ll get credit for a frag as you tele-frag him on the other side. It’s a tricky move— 
but all is fair in Deathmatch. 


tele-fragged. 


MONSTERS VS. NO MONSTERS 


When you start a Deathmatch game, you have the option to play with the game’s mon- 
sters present or without them. Most Deathmatch players—wimps—don’t play with 
the monsters as opponents in addition to the other 
human-controlled enemies, but you might end up play- 
ing in tournaments where monsters are present. This is 
the equivalent of adding pepper to your spaghetti to try 
to spice up the meal a little. 

Allowing the monsters to participate in your 
Deathmatch games provides additional gun power and 
extra carnage. One reason you might want to add mon- 
sters to your Deathmatch game is if you are low on players. Deathmatch with monsters 
adds the ability to fight your way toward the big weapons, and gives your opponents 
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Upgrading a Slow System 


If you’re running your games on older 486 machines, playing Deathmatch with the mon- 
sters turned on is definitely not recommended, especially if you are playing by modem. This 
only adds processing time to the game, and will slow your game down considerably. Adding 
monsters can also make the graphics very choppy and the action slow on just about any 
computer system, networked or not. 

Upgrading your system can be a relatively inexpensive venture. If you have a 486/66 moth- 
erboard, you could go to your local computer store and purchase an Intel Pentium upgrade 
chip. These are usually available for under $200, and they will improve the speed of your 
computer. You can also add RAM to your existing system to speed up its performance. This 
is the cheapest way to go, without buying an entirely new system or a new motherboard. 


more work to do, too! If you don’t have a network and are playing by modem, try 
adding monsters to spice up the game play. The monsters act as they normally do, and 
there are a certain number of them per level. Once you wipe them out, they don’t 
return—unless you are playing at a skill level that provides respawning. The ability 
for monsters to respawn is in the highest skill level; for example, in DOOM monsters 
can respawn when you play the game at the Nightmare skill level. 

Deathmatch was intended to be played as a one-on-one or one-against-many game, 
so having the monsters present can be a substantial distraction. However, you’ll find 
that cooperative games are more exciting with the monsters present. For example, your 
buddies in cooperative play can take out monsters while you try to make a dangerous 
jump in Duke Nukem 3D. If you have an assault trooper on your tail, a cooperative 
buddy can take him out while you successfully make the jump and get that all- 
important keycard you and the other players need to finish the level. 


FINDING ANOTHER DEATHMATCH PLAYER 


Your chances of finding another player for Deathmatch contests on your own are great. 
You just need to know where to look. You can find willing victims (er, competitors) 
almost every day. Don’t waste your time asking people in the check-out line at the 
local WalMart or randomly calling people from the phone book. Instead, note that 
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there are better places in this world where you can find people to play Deathmatch 
against, and they are far more effective alternatives. 

Consider the major online services like America Online, Prodigy, CompuServe, 
and the Internet. These are the types of places where your odds of finding an oppo- 


nent are the best. They all have forums 

available for gamers to visit and leave 

NOTE notes for each other. If you’re a member 

If you're looking for informa- of CompuServe, try the Action Games 

tion about a specific game, chances are Forum. Leave a message in the multi- 

that one of the Internet sites in Table 3.1 player gaming message area to find an 

will have more information than you'll opponent. If you’re already a CompuServe 

know what to do with. subscriber, type GO ACTION to access the 

Action Games Forum. If you’re looking 

on the Internet, perform a search for 

Deathmatch or one of the particular games you are tying to play. The Internet is going 

to be your best approach for finding opponents. There are places on the World Wide 

Web devoted to 3D action games. Table 3.1 lists some of the more popular sites for 3D 
action gaming on the Web. 


TABLE 3.1 POPULAR INTERNET SITES FOR 3D ACTION GAMES 


SITE TITLE INTERNET ADDRESS 
The 3D Gaming Scene http://www.pol.umu.se/html/ac/spel.htm 


DOOM http://www.pol.umu.se/html/ac/split/doom.html 
DOOM Links http://moose.erie.net/~mrdoom/links.html 
Duke Nukem http://www. pol.umu.se/html/ac/split/dukenukem.html 
Duke Nukem http://www.azstarnet.com/~duke3d/duke.html 
Quake http://www.teleport.com/~msq/eric/main.htm 
3D Realms Software http://www.3drealms.com 

id Software http://www.idsoftware.com 

Apogee Software http://www.apogee1.com 

Happy Puppy http://www.happypuppy.com 

CNET Game Center http://www.cnet.com/Gamecenter 

Gaming Central http://www.mcb.net/parsec 

Games Domain http://www.gamesdomain.com 


Games Mania http://www.gamesmania.com 
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SITE TITLE INTERNET ADDRESS 

The Games Page http://www.xs4all.nl/~gzbrn/GamePage.html 
The Games Place http://www.melis.com/gamesplace 

Game Spot http://www.gamespot.com/index.html 

The Ring of Games http://www.netxpress.com/~eddiek/ring 
Computer Gaming World _ http://www.zdnet.com/gaming 

PC Games Online http://www.pcgamesmag.com 

PC Gamer http://www.pcgamer.com 


USING DEATHMATCH SERVERS 


Multiplayer software packages are available that operate over a local area network 
(LAN) or over a bulletin board system (BBS). These offer you the capability to play 
your Deathmatch levels with four players over your modem, instead of the usual two 
players. The only way to play Deathmatch with more than two players has typically 
been over a local area network, but these services make it possible to sit at home with 
your high-speed modem and try to beat up to four players across town, or around the 
world. There are many aspects of setting up a Deathmatch server system that you 
should be aware of, both from a player perspective and an economic one. These aspects 
are considered for each of the following options. 


Dwango 


If you’ve been playing 3D games for a while, you’ve probably heard of Dwango. These 
guys place their software in almost every 3D game’s CD-ROM that comes down the pike. 
You can use their software to call into the Dwango Multiplayer gaming service and pay 
by the hour as you play. They offer quite a few games, including DOOM, DOOM II, 
Heretic, Hexen, and Mech Warrior. One requirement for this and any online, multiplayer 
service is that you have on your hard drive a full registered copy of the game you want 
to play. They don’t give you the game; they only provide the service to play Deathmatch. 

The Dwango service is fast and dependable, and it was one of the first commer- 
cial services to offer local access phone numbers for the games. Its only drawback is 
that it is a franchised service, and not all areas of the country have their own servers. 
Setting up your own server from Dwango is quite cost-prohibitive. You have to buy 
their prepackaged system, which costs upward of $70,000 (gulp!) with free software 
upgrades and technical phone support. This is part of the reason you don’t see Dwango 
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servers in some cities. They might offer an 800 number for you to call in and play, but 
chances are you’re going to pay for the call in most cities. 


APCi 


The APCi server is a combination of server software and a proprietary cable system. The 
APCi MultiPlayer Game Server is an application that supports multiple concurrent con- 
nections by personal computer users for the purpose of engaging in high-speed network 
gaming. Players may connect to the APCi MultiPlayer Game Server locally via IPX LAN 
and serial connections, or remotely via high-speed modems. Players use freeware APCi 
MultiPlayer Game Client applications to connect to the APCi MultiPlayer Gaming 
Server. Once connected, they might meet other players online, chat to agree on games 
and configurations, form gaming groups, and participate in real-time interactive net- 
work gaming. All games are executed on and from the individual players’ computer 
systems. Licensing of games is the sole responsibility of the players who install and 
execute them. 
The APCi MultiPlayer Game Server is priced as follows: 


© 4-node license is $299 
© 8-node license is $499 


@ 16-node license is $799 


You must also have the proper server software to support the nodes that you plan 
on providing. If you’d like more information on the APCi server, visit their Internet 
site at http://www.apci.net/mpgsinfo/mpgsinfo.htm. 

If you are on a limited budget, you might consider the APCi server setup before 
you consider the Dwango server. Dwango is supported by most of the major game 
manufacturers, who include the software in most of their games. The APCi server 
package allows you to distribute the appropriate software required to play over the 
APCi MultiPlayer Gaming Server for free via your BBS system. 


Game Connection 


You can play commercial and shareware modem-to-modem games through your Major 
BBS or Worldgroup system using the Game Connection software package by Sirius 
Software. Most two-player games work right out of the box. You can also play four-player 
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DOOM, four-player DOOM II, four-player Heretic, four-player Warpath, eight-player 
Descent, and many more games. 

Game Connection runs as a Major BBS/Worldgroup DLL with no additional hard- 
ware required! Because the games themselves are running on players’ own systems, 
they make little impact on your system. Just like the other packages, to play a game 
over Game Connection, each player is required to have a copy of the game they wish 
to play on their system. 

Game Connection allows an unlimited number of concurrent games to be played, 
and the number of players in any one game is limited only by the game itself and the 
number of incoming BBS lines. 

For example, on a 20-line Major BBS, there could be a group of four playing Global 
Conquest, three other players in Empire Deluxe, two more customers playing IndyCar 
Racing, two sets of four players playing DOOM (total of eight), and three people play- 
ing Spectre (for a total of 20 incoming BBS lines). 

Game Connection has built-in teleconferencing that allows users to chat before 
they start a game or while they are waiting for another user to enter. It also provides 
a flag that allows users to be notified of others on the system who would like to play 
one of the many modem-to-modem games supported. 

Most of the games that have been tested are listed in a special section of the user 
documentation, which includes tips and tricks to get that specific game up and 
running through Game Connection. Visit the Sirius Software web page at 
http://www.logicom.com/sirius/gamecon.htm for more information, if you’re interested 
in starting your own server. 

The price of Game Connection is $350, and you need a BBS to runit on. The total 
costs involved will be determined by your hardware, your incoming lines, and your 
electricity bills. For $350 this is by far the best way to get a multiplayer server started. 


PLAYING EXTERNAL DEATHMATCH LEVELS 


Deathmatch game levels come from a 
variety of sources. You can play the stan- 


dard levels that come with the game. You WARNING č | 


can also download a particular level Every Deathmatch player must 
from the Internet and play it, or you can have the exact same levels in order for 
buy one of those 3D action game CD- the game to function properly. You can’t 
ROM packages from your computer or play if you’re not using the same levels 


as the other players. 
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hobby store. Regardless of how you obtain your new levels, the hardest part is yet 
to come. Most players can play the game, but they don’t have the foggiest idea how to 
start an external level. The way to do it depends on the game you are playing. 


DOOM, DOOM II, Heretic, and Hexen 


This method of starting external levels for these games is very similar. Because these 
games share the same program engine, there is no difference in loading external lev- 
els. DOOM usually starts up with the command DOOM.EXE. To start an external level, 
you need to use the command line option -file. You then type the name of your exter- 
nal level. 

For example, if you want to start an external level called waring.wad that is stored 
in the DOOM directory, you simply type the following command at the DOS prompt: 


doom -file waring-wad 


After pressing Enter, DOOM launches the game using the external level specified 
in the command line. If you have external levels, make sure you copy them to your 
DOOM directory to be able to use them. 


Duke Nukem 3D 


You’ll find that Duke Nukem 3D uses its setup program to load external levels. You 
must copy the external levels to your Duke3D directory to use them. Start your setup 
program for Duke Nukem 3D by typing setup at the DOS prompt and pressing Enter.. 

At the blue setup screen, choose the network option, and a submenu will appear. 
Highlight the Load User Level option and press Enter. You will see a scrollable list of the 
external levels available to you. The setup program reads the Duke directory and displays 
your external levels available for play. Choose the game you wish to play and press Enter. 


CHEATERS NEVER WIN 


So, you thought you could use those cheat codes for a Deathmatch level, did you?! 
Well, I’ve got news for you: You can’t cheat in Deathmatch mode. Don’t even try it. 
And there’s no way to hack into the program to achieve your wicked ways. Many peo- 
ple have tried and failed. Cheaters never win in the Deathmatch arena. And winners 
never cheat. You might have logged onto a Quake server where things are different, 
but that’s a whole new approach to gaming. Quake comes with its own form of 
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programming called Quake-C, which offers the server the capability to run its own 
version of the game code, allowing all sorts of crazy things to happen. You might find 
more powerful weapons, or you might be able to morph your character into a mon- 
ster, but you’re not necessarily cheating when you play on one of these servers. If 
you’ve got the skills, then you don’t need to cheat anyway. Right, Private? 


PLAYING CD MUSIC WITH 3D GAMES 


Many of the newer 3D games allow you to play your own CDs in the CD audio player 
as you play the game. Quake provides this capability. While you play the game, all its 
internal sound effects work while you play your favorite music. The Army of Darkness 
soundtrack, or any Metallica CD, is great to play while you are playing Deathmatch. 


Hulk a 


Sergeant Hulka Says 
Awright, listen up, punk! You've lived through 
boot camp. You’ve learned the basics to prepare 
you for Deathmatch contests in 3D action 
games. Now it’s time to get down to business. 
Chapter 4 provides you with specific methods of 
attack and strategy while playing Deathmatch 
levels in your favorite games. So, what are you 


waitin’ for, Private? Hustle yer butt on over to 


Chapter 4, on the double; move it, move it, 


move it. . . 


Strategy and Tactics 
to Obliterate Opponents 
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lever strategies and tactics are what you need to wipe out your Deathmatch oppo- 
nents. Now you are ready to learn the ways of the Deathmatch soldier, including fir- 
ing your weapons appropriately, taking advantage of player locations, and using your 
inventory strategically. In your immediate gaming future, you might play a variety of 
games that support Deathmatch levels. Many of the strategic maneuvers in this chap- 
ter will work in most Deathmatch scenarios in the different 3D games that support 
Deathmatch play. While you might not be able to utilize all these strategies and tac- 
tics for each and every game level, you will find that many of these tactics will still 


come in handy in many Deathmatch situations. 


DEATHMATCH TACTICS 


Although in certain games you might find yourself limited by a particular level’s lay- 
out, its cache of weapons, its inventory, or other factors, a good plan of attack can be 
applied in any Deathmatch situation to help you kick some tail. The first important 
consideration is the level of skill you choose to play Deathmatch. 
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Sergeant Hulka Says 


Now comes the fun part, cadet. Here you will 
get the strategy you need to test your mettle 
against other Deathmatch soldiers, who want 
nothing more than to frag you and frag you 
again. Be aware, soldier—that’s the key! I’m 
not going to be there to hold your hand. You've 
got to sharpen those senses and play up to the 
skill level you find yourself playing. Be aware of 
your surroundings and don’t let that Death- 
match opponent surprise you first. Be on your 


toes, Private. 


DEATHMATCH SKILL LEVELS 


Before you decide to play a Deathmatch level, you and your opponents will need to 
agree on the skill level at which you'll play the game. A 3D game’s skill level dictates 
the degree of difficulty and the intensity of the game. A skill level’s difficulty and inten- 
sity is determined by the number of 
monsters, the amount of ammo, and the 


specific locations of weapons and 4 NOTE 


power-ups that will appear in a particu- Ns E lw hardeestinmednttorrespawn? 
lar level. Each skill level’s difficulty 


increases in proportion with increases in 
the amounts of these items. Usually, the 
highest skill level means that the mon- 
sters respawn, which generally isn’t 
much of a factor in Deathmatch play. 
Regardless of which 3D action game 
you are playing, there are usually four or 
five skill levels to play at, from the eas- 
ier skill level to the nearly impossible 


A monster that respawns comes back to 
life about eight seconds after its death. 
Obviously, a level with respawning mon- 
sters is much more difficult, because you 
can never destroy the monsters once and 
for all. In Deathmatch play, the human- 
controlled characters also respawn after 


they are fragged. 
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skill level. The physical layout of the level does not change; only the numbers of mon- 
sters, weapons, and power-ups changes. 


DOOM Skill Levels 
The following skill levels are available in DOOM and DOOM II: 


1. I’m Too Young To Die—This is the 


| pea 


Most serious Deathmatch games 


2. Hey, Not So Rough—There are 


take place on skill level 5, or the hardest very few weapons and power ups. 
available level. The amount of ammo car- 3. Hurt Me Plenty—There are more 
ried in ammo boxes and weapons varies power-ups. 

with the different skill levels. On the hard- 

est skill levels in most 3D action games, 4. Ultra-Violence—Weapons and 

the ammo counts are doubled, and power-ups are at full capacity. 


weapons cause the maximum damage. 5. Nightmare!—Monsters respawn 


after eight seconds. 


Duke Nukem 3D Skill Levels 


Duke Nukem 3D has four skill level options. Like DOOM, they vary by the amount of 
ammo, the amount of power-ups, and the numbers of computer-controlled enemies 
you can encounter on the game’s levels. 


1. Piece of Cake—The easiest level has fewer enemies and lots of power-ups. 
2. Let’s Rock—This is the default level, if you don’t select one yourself. 
3. Come Get Some—This level is much harder than the Let’s Rock level. 


4. Damn I’m Good—This expert skill level has tons of enemies that respawn! 


Most of the other Deathmatch games feature similar levels of difficulty. Practice 
your skills on the easier levels before trying to play a Deathmatch level using the higher 
skill levels, unless you think you can beat the odds and win on the higher skill levels. 
As your playing level increases, you’ll also find that you will start to develop your own 
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playing style. Some people play very aggressively—running into rooms and shooting 
quickly and precisely. Other people play more defensively—taking caution before turn- 
ing a corner or entering a room. Still other players play extremely defensively by basi- 
cally hiding during most of the game, and simply waiting for the other player to get 
frustrated and make a mistake. After a while, people can recognize you just by watch- 
ing you play. You want to try to develop your own distinct playing style that is differ- 
ent from the rest. And at the same time, you want to be versatile enough so that you 
can make slight changes to your playing style to adapt to different opponents. 


SITUATION STRATEGY 


To be an excellent Deathmatch player, you must use your eyes, your ears, and all your 
senses to be aware of everything around you. Game levels in 3D action games offer a 
variety of situations or environments that provide clues for the wary Deathmatch 
player. Remaining aware of these clues can help you keep on top of your enemies— 
and stay alive. 


Sounds 


In most 3D action games, you are a soldier or a military type person, except in the mag- 
ical worlds of Hexen and Heretic where you might be a Mage, Cleric, or Warrior. Your 
character, as well as your opponents’ characters, makes many sounds while exploring 
levels. Great strategic Deathmatch play relies on learning the sounds that different 
actions produce. Other than the sounds your character makes, be aware of the distinc- 
tive sounds you can hear on a level, like 
the sounds of opening doors, opponents 
falling off ledges, or opponents jumping 
into water. Different doors make differ- wh Sew thavdenabiar Death. 
ent sounds, so be aware of that when you 
are getting to know a level. If you know 
the level well, the sounds you hear can 
give you a good idea of the location of 
your opponent. 

Recognize audio cues and use them 
to your advantage. For example, if while 
playing Deathmatch in Duke Nukem 3D you hear Duke say, “What a mess!” after 
you've shot a grenade into a window or detonated a pipe bomb, you know for sure 


match opponent, try to fake him or her 


out by triggering a door to open and then 


hiding. When the master player comes to 
investigate the sound, you can ambush 
the unsuspecting foe. 
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that you’ve killed someone. In any game, listening for a laser shot or the sounds of 
exploding opponents can alert you to your opponents’ presence before they get to you. 

Consider wearing stereo headphones when you play to help you be more attuned 
to audio cues. The sounds are much clearer and intense when you play with head- 
phones on, plus you will get a better sense of stereo separation (if you are using a stereo 
sound card). Stereo separation can help you discern from which direction a threat 
might be coming. But take care not to keep the volume too high for extended periods 
to avoid the hearing loss that prematurely affects many headphone buffs as well as 
heavy-metal rockers. 

Whenever you or an opponent drop from a ledge, or from a crosswalk, the char- 
acter will make an “ugh!” sound when the feet hit the floor. Listen for this sound to 
cue you that a nearby opponent has just leaped from an elevated surface. In some 
Deathmatch levels, there are starting positions that require the player to jump off a 
ledge to start the carnage. This forces the player to tip off his or her initial location 
when the player makes the “ugh!” sound when leaving an elevated ledge or perch. 


Sound Cards 


To play Deathmatch well, you need a decent sound card. In theory, it doesn’t really 
matter whether the sound card is 8-bit or 16-bit, but a stereo sound card helps. You 
also don’t need music to play Deathmatch well. In fact, many players prefer to shut 
the music off completely when they play, so that they can hear the sound effects more 
clearly. Others find the music to be exhilarating and even helpful to get into right mood 
for the Deathmatch mode of killing and maiming other human opponents! 


Volume 


Sounds will diminish as their sources move away from your location in most 3D action 
games. Therefore, it is a good idea to keep the volume for sound effects turned all the 
way up, which you can control with a main menu option, generally. You can adjust 
sound volume separately through your speakers or sound card. Because of the way 
most 3D games handle sound volume, lowering the volume setting through the game’s 
main menu option will not allow sounds to travel as far within the level. This means 
that the sound will not remain audible for as long when the sound’s source increases 
its distance between you and it. 
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Field of Vision 


It goes without saying that maintaining as wide a field of vision as possible is extremely 
important in Deathmatch play. Keep distracting glare from fogging your field of vision 
by making sure that sunlight or light 
- from a desk lamp does not shine directly 
on your monitor’s screen. 
Se If you're up on an elevated sur- Another important factor in main- 
taining a good field of vision is whether 
you play with the status bar displayed. 
Playing without the status bar allows 
you to see areas at the bottom of the 
screen that the status bar otherwise 
keeps hidden. Using the status bar 
makes your field of vision smaller. If you 
can see more, chances are that you’ll see 
the enemy more often. So train yourself 
to play Deathmatch levels without using 
your status bar. 

When playing a Deathmatch level, 
you shouldn’t deny yourself any potential advantage. Make sure you've adjusted your 
Gamma Correction, brightness, and contrast settings for your monitor to suit your visual 
needs. If you adjust them correctly, you will have the best chance of seeing your oppo- 
nent in dark areas. 


face and you’re trying to locate someone 


below you, quickly switch to your fist or 


foot weapon. These weapons remain con- 
cealed (that is, they do not appear on 
screen) until you use them, so that they 
do not block the center of the screen like 
the larger weapons do. This lets you peer 
over the edge of a cliff or catwalk to look 
for your enemy. Just don’t let the enemy 
see you while you're unarmed! 


COMBAT STRATEGY 


Play Deathmatch with a good balance of offense and defense. Dodging bullets is 
unavoidable, but destroying your opponent before he or she can shoot at you is always 
preferable. Separating exactly where offense stops and defense begins is a very diffi- 
cult call. Many times, your opponent will get the better of you because you are con- 
centrating too heavily on one or the other. For example, if you move around too 
furiously to avoid getting hit, you will spoil your own aim; but by contrast, standing 
around can make it very easy for your opponent to aim at you. You must learn when 
to attack and, at times, when to be on the move. 

Playing Deathmatch with two or more players is a totally different game from the reg- 
ular single-player game. While it helps if you have passed through the levels of a game 
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before entering the world of Deathmatch, the skills and strategies involved are completely 
different. In fact, you might have to unlearn some old habits to play Deathmatch well. 

In Deathmatch your opponents are no longer the slow and predictable monsters 
you might be used to, and naturally you cannot treat them as such. Instead, they are 
likenesses of your own character who can run at the same speed, have the same ten- 
dency to gain and lose health, and shoot the same deadly weapons. If you think that 
the RPG launcher is unstoppable against monsters, wait until you have to dodge one 
of those rocket-propelled grenades yourself. You can no longer just aim and shoot; 
instead, you have to learn to be enigmatic, have cat-like reflexes, be able to map out 
the Deathmatch levels in your sleep, and know instantly where each weapon and 
power-up is located without having to think about it. 

Power-up items and weapons are sometimes different on Deathmatch levels than 
in levels played in cooperative or single-player mode. There are usually more power- 
ups and weapons in Deathmatch mode. This is necessary to make the Deathmatch 
level playable; otherwise, players would be spending most of their time trying to find 
a weapon, or fighting with pistols. Sometimes the items available depend on the skill 
level you play. 

For example, at the skill level Hurt Me Plenty in DOOM II, a shotgun in front of a 
particular door will be a plasma rifle if the game is being played at the Ultra-Violence 
skill level. The authors of the levels choose what items appear on which skill levels 
when they design the playing levels. 


Balancing Offense and Defense 


There are several tactics you can use to effectively balance your offensive and defen- 
sive strategy. Often it’s simply a matter of surprising your opponent. For example, if 
someone is hot on your trail in a corridor, try slamming into full reverse. With any 
luck, you’ll wind up behind your pursuer—with your weapons blazing. If not, your 
pursuer will be momentarily stunned when they suddenly rear-end you. 

Circling a target is a most effective tactic. Point your weapon at the target, slide in 
one direction, and turn in the other direction to keep lined up on the target. For exam- 
ple, you can slide left while turning right. You can also circle while flying, though that 
requires more coordination and dexterity with the controls. If you shoot, remember 
to lead the target by overturning slightly. Practice this tactic in any large open area, 
and try it in confined areas when you get better. 
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Another useful, yet slightly sneaky, tactic is to form secret alliances with other 
players and then gang up on those silly enough not to join. Don’t bother with this tac- 
tic if you’re playing in Cooperative mode. 

Switch weapons frequently. Each weapon has its strengths and weaknesses, so don’t 
be afraid to use the best weapons for the given circumstances. Offensively, you might be 
in a situation that calls for a special weapon, like the chainsaw in DOOM or the 
freezethrower in Duke Nukem 3D, but if you are suddenly attacked from both sides, 
the special weapon you have active might be almost useless. To help maintain a good 
offensive-defensive balance, be ready to switch to that shotgun or pistol at amoment’s 
notice. 

Try never to remain in one place or to move predictably. Instead, bob up and down 
by using the jump key. Few Deathmatch players do this, and it can throw off many oppo- 
nents. Try strafing to the left and right while stationary or while moving in any direc- 
tion. Strafing also boosts your speed. For a craftier move, mix your bobs and weaves to 
make you an even harder target to hit—then drive your friends and enemies crazy. 

If you’re about to die, go ahead and unleash your biggest weapon, if you’re not 
already using it. You can’t take it with you when you die, and that last shot just might 
frag someone before you go. 

As shown in Figure 4.1, when playing Deathmatch in Duke Nukem 3D, look for 
slanted surfaces you can jump onto to get to secret rooms or other elevated vantage 
points. The vantage point shown in Figure 4.2 looks down on the crate you can use as 
a stepping stone to get onto the slanted ledge above the street and then hop inside a 
window into a secret apartment. This vantage point in the Hollywood Holocaust level 
makes an excellent location for sniper attacks on your opponents. 

Shoot at where your target will be, not where it was. If your shots aren’t hitting, 
use more lead. If you use the BFG in DOOM or the rocket launcher in Quake, forget 
about precise aiming—f a foe is nearby, they will get hit. 


Cooperative Team Formations 


In Deathmatch games played in cooperative mode, you're going to have to know the 
formation in which you must move and attack. A formation is a team in assigned posi- 
tions, and each player has to know his or her position and what it is that he or she is 
supposed to do. In your clan or team, there is going to be a point person, the middle 
person (or persons), and the rear guard. 

There is always a point person. This is the player who’s going to lead the way into 
battle and who will generally take the first shot. You’ll usually want to set the point player 
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FIGURE 4.2: This view from the secret apartment is a good vantage point for sniper attacks. 
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position with the person who knows the level the best, but not the player in charge. If 
you’re in charge of this platoon of Deathmatch fighters, you devoutly want the others to 
get shot before you, which means that you want to be somewhere in the middle of your 
clan, or team of fighters. When your point player is discovering new ground, don’t get 
too close. You’ll only be walking on the back of his or her shoes, and slowing the player 
down when he or she needs to quickly back up or run. You don’t want the blood and 
guts of your point player on your shoes, now do you? 

The rear guard is responsible for the enemies approaching from the rear. This player 
has the entire back field to cover, and the action can get quite 
heavy here—especially when you pass another team of fight- 
ers without seeing them first. If they’ve seen you and decide 
to attack, your point person has to take them on while alert- 
ing the rest of you to the scene. With luck, you can come out 
of these kinds of situations alive. The rear guard must always 
try to walk backward with the group, and should without fail 
shoot first and ask questions later. 


THE COLUMN FORMATION This formation is the 
most common mistake new platoons make while playing 
Deathmatch. The column formation is the most known one, 
but it’s not encouraged. If you take a look at Figure 4.3, 
you'll see what a column formation looks like. The linear 
structure of this formation allows it to be vulnerable to 
attack. There are three reasons why the column formation 
doesn’t work in Deathmatch, as follows: 


@ Unless the whole column retreats, the point 
person can’t retreat. 


@ The middle players have a small range of fire— 
unless they shoot both the rear guard and point 
person! 


FIGURE 4.3: The col- 
¢ The rear guard will be walking backward and eran formationrdoesn't 
, A F allow the middle players 

will bang heads with the middle players when much room to fire, and 


you stop to address any situation. your point player can’t 
retreat. 
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THE LINE ABREAST FORMATION This formation is only slightly better than 
the column formation. In the line abreast formation, everyone moves forward at the 
same time. Your immediate firing zones are the dark areas, shown in Figure 4.4, in 
front of the players, but as you can see, your rear is not covered at all. You’ve got to 
rely on your ears and the teammates on your left and right to keep danger away from 
your team while moving forward in the line abreast formation. This is the recom- 
mended formation for moving forward, but you should try and use the diamond for- 
mation when you engage other Deathmatch teams in battle. 


THE DIAMOND FORMATION This is the best Deathmatch formation available! 
The defensive diamond is displayed in Figure 4.5. In the diamond formation your point 
player faces forward, your rear guard faces backward, and the remaining teammates 
on the right and left are ready for action. 

The diamond formation is typically a stationary fighting formation. If your team 
moves in a line abreast formation and suddenly encounters heavy fire, quickly move 
into the diamond formation and take out your enemies. Once you’ve mastered this 
transition, you’ll be the kings of Deathmatch. 


Your Opponents 


Point Person } 


Aap Rear Guard 


FIGURE 4.4: The line abreast formation is great for frontal attacks, but your rear isn’t 
covered at all. 
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Point Person 


Left Right 


Rear Guard 


FIGURE 4.5: The diamond formation is the best stationary fighting formation for Deathmatch. 


INFORMAL FORMATIONS AND TACTICS 


You can enhance your basic Deathmatch skills with a few tricks that can go a long way 
toward improving your game and frag count. This section discusses a number of infor- 
mal formations, which are a series of decoys and diversions that you can practice and 
use to win Deathmatch games. Don’t freak out thinking you’ll never remember all 
these tactics. Many are very simple to accomplish, and once you’ve used them, you’ll 
very likely remember them when a situation arises in the heat of battle. 


Running Backward 


There are several advantages to being R 


able to run backward. First, if you know x i 

i 2 Realize that when you are moving 
an opponent is behind you somewhere, 
you never have to lose sight of him or her 
or worry about sneak attacks from 


backward, left is right and right is left. So 
to make a left turn, move toward the right; 
to make a right turn, move toward the left. 
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behind. Second, you can still shoot at your opponent while escaping or getting another 
weapon or item. Unless you are in an open field, you will need to know the level very 
well in order to run backward for any substantial distance. 

Once you are comfortable with running backward, you can use the skill more effec- 
tively by knowing how to switch from running forward and running backward quickly. 
To do this, you will have to be able to turn 180 degrees without any interruptions. 

While you are running forward, turn 
180 degrees. At the same time, while you 


ward button and press the backward 


R are completing the turn, let go of the for- 


occasionally; otherwise, you will be rudely 
surprised by stealthy pursuers. Do not 
ever let your foes spot you from behind— 
you're dead if they do. 


R to spin 180 d 
omemberito spin Sohne button. If you time it correctly, you will 


continue in a straight line without slow- 
ing down. This effect is a lot like the 
stunt you’ve seen done with cars in a lot 
of television dramas. From a standing 
stop, the driver punches the gas pedal 
with the car in reverse. With the tires burning rubber for 100 feet or so, the driver pulls 
the steering wheel sharply to one side, taps the brake, puts the transmission into gear, 
and steps on the gas again. Even though the car itself makes a complete 180-degree 
turn, it never seems to stop moving in a single direction with a smooth motion. (Don’t 
try this on the freeway, please.) 


Anticipation 


Always try to anticipate what your opponent is going to do next. For instance, if your 
enemy just died, you know he or she is going to try to get a weapon immediately fol- 
lowing respawn. Make an educated guess as to which Deathmatch starting position the 
fragged enemy will respawn at, then get over there. If you are lucky, you can nail ’em 
before he or she has a chance to get to a weapon and guarantee yourself another frag. 

One mistake many players make is to run for more weapons or ammo after mak- 
ing a kill. By doing this, players give their opponents time to gather weapons too. 
Instead, as long as you have a few shots left and still have plenty of health, strike when 
your opponent is most vulnerable. 

Another mistake many new Deathmatch players make is to shoot, and then watch 
to see if their opponent dies. Always assume that you missed! You will never be caught 
off guard. This is especially important when you shoot rockets, plasma, or BFG. After 
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shooting any weapon, strafe left or right or keep moving; most of the time, if you’ve 
missed, your opponent will quickly shoot back. 


Shadowing Your Teleporting Opponents 


Don’t underestimate the value of a Tele-frag. You can kill your opponents by teleport- 
ing right on top of them. It doesn’t matter whether they have 1 percent health or 200 
percent health. A Tele-frag is a definite kill. The easiest way to get a Tele-frag is by fol- 
lowing your opponent into a teleporter. If you are close behind when the enemy enters 
the teleporter, enter with him or her. 

Another way to get a Tele-frag is to know the destination of the teleporter and time 
the teleport so that you land right on top of your opponent. This works best when you 
can see the teleporter destination from the teleporter entrance. Then, once you see an 
opponent just about to pass the teleporter destination, enter the teleporter near your 
position. Most Deathmatch players consider it very embarrassing to be Tele-fragged. 


The Back Shot 


Once you have your mouse under control and feel that you can use it to move any- 
where in a level, you are able to perform the back shot. This method of attack is some- 
times called a snapshot, but some prefer to call it the back shot because that’s where 
you end up shooting your opponent: in the back, as shown in Figure 4.6. A skillful 
back shot involves quickly moving the mouse in the direction of your opponent while 
firing. Right after you and your opponent have run past each other is the perfect time 
to perform the back shot. When you perform this shot properly, you’ll hear your oppo- 
nent scream and take damage way 
before you even see him. 


The Stop and Shoot R 


In most 3D games such as 
Uniform movement can always help DOOM, Duke Nukem 3D, or Quake, one 


your chances of survival. When in the of the primary weapons is a shotgun. It is 
middle of a shotgun battle, there is a move a powerful weapon, but the reload time 
called the Stop and Shoot. This move con- can be used against you by other players. 
sists of occasionally stopping entirely |} The reload time is more than a full sec- 
while in the middle of a shotgun fight, ond, and you can use this knowledge to 


giving you an opportunity to aim very time your shots to nail your opponent 
carefully and obliterate your opponent. when he or she must reload. 
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FIGURE 4.6: Use the back shot strategy on a sitting duck opponent. 


This will certainly put your opponent at a disadvantage. Watch your timing, and stop 
immediately after your opponent has fired the shotgun. This maneuver is very suc- 
cessful during a gun fight that seems to go on forever—especially when both players 
are constantly on the move and missing each other. Don’t make this technique pre- 
dictable by using it often. It’s a much better offensive tactic when used as a surprise. 
If your opponent starts anticipating the Stop and Shoot, you’re in trouble. 


The Clay Pigeon 


In 3D action games like DOOM, Duke Nukem 3D, and Quake, players have the ability 
to jump from high surfaces. The clay 
= pigeon tactic refers to shooting an oppo- 
oA NOTE nent in midair after he or she has jumped 
same. | Projectile weapons like the off a ledge. Most 3D game engines that 
rocket launcher or plasma gun require don’t feature the look-up and look-down 
that you aim directly at your opponents features will adjust the horizontal aim 


to hit them, and are not recommended of your shots, allowing you to hit an 
weapons for the clay pigeon attack. opponent above or below you. Use the 
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chaingun cannon in Duke Nukem 3D or shotguns in the other games to take advantage 
of this firing property. Target the enemy as soon as he or she jumps from a ledge, and 
blast the sucker in midair. 


Playing Chicken 


During the 1950s, Chicken was a popular contest between two drivers to determine 
which of the two was the toughest (and perhaps craziest) driver and who was the 
chicken. Two cars at opposite ends of a straight length of roadway would drive directly 
at each other, head on, at increasing rates of speed until one contestant, the chicken, 
would buckle under the pressure and bail out by swerving to miss the oncoming dri- 
ver. In Deathmatch, a similar scenario often occurs. You'll see your opponent down a 
hallway, and you will run toward each other with guns blazing. However, neither bails 
in this contest, usually; instead you must be prepared to shoot at all times. As you get 
closer to your opponent, if you decide to duck through a doorway or around a corner, 
you'll be the chicken. Often the one who gets off the first blast wins. You can either try 
to gun each other down, or run away . . . chicken. 


The Door Prank 


Some Deathmatch players have developed the skill of being deadly around doors. If 
you’ve ever had an opponent who’s good at this tactic, you know what being the vic- 
tim is like. This is the scenario: both of you are on the opposite side of a closed door. 
If you open the door, blam! You’re dead! The next time, you decide to wait for your 
opponent to open the door. Kablooie, you’re dead again! There is a little bit of luck and 
skill involved with this attack. Beyond the luck there are a couple of ways to deal with 
this maneuver defensively. 

Your first priority, soldier, is to avoid the damn door! Deathmatch levels hardly 
ever feature rooms with single entrances. If you think your opponent is on the other 
side of the door, find another way into the room. 

The second move involves changing your keyboard setup. You can set up your use 
key (the spacebar) to be the same as your backward key. This allows you to open doors 
and move backwards with one keystroke. It takes a little getting used to, but you’ll 
love this keyboard combination once you’re comfortable with it. Next time you think 
someone is on the other side of a closed door, you'll be able to back up to set yourself 
up for a good shot and fire at the enemy quickly when you open the door! 
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Avoiding Patterns 


Don’t get into the rut of playing the Deathmatch levels the same way every time. Pay 
attention to your surroundings and take notice if you die in the same area of the level 
an extraordinary proportion of the time. If you notice that you always die in the same 
spot at the hands of the same opponents, you’re obviously in a predictable pattern on 
which your opponent is feasting. By discovering that you’re in a pattern, you can fig- 
ure out your opponents’ tactics—and reverse the situation on them. This might lead to 
your picking up a few frags before your enemies realize that you’ve figured them out. 


Strafing and Cornering 


Strafing is a very effective means of movement in 3D action games, especially during 
intense battle situations. Strafing is sort of like moving sideways or horizontally while 
you keep your sights fixed on a specific location ahead of you. Whenever you encounter 
a blind or semiblind corner such as in a hallway, a cave, or any other nonlinear pas- 
sageway, the strafe move allows you to continue moving forward aggressively while 
at the same time maintaining some defense (in case of a surprise attack). 

The strafe move lets you turn your character before you get to the corner so that 
your character is facing the new direction after turning the corner. This way, you’re 
prepared to defend yourself if an opponent happens to be hiding just around that blind 
corner and waiting to pounce on you. This move allows you to keep progressing with 
speed and gives you the advantage of being ready to engage, should you run into an 
unexpected foe. Conversely, if you wait until you’re at the corner to turn, this both 
slows down your character and makes you easy prey for a waiting opponent. 


EXPERT OPPONENTS 


Most Deathmatch players you will challenge can be categorized as beginning to inter- 
mediate players, but every once in a great while, you’ll come across an expert 
Deathmatch player. Those foes who seem to be made of Teflon require some special 
tactics to make them seem not so untouchable. 

Although some of these strategies and techniques might seem darn near impos- 
sible, they are nevertheless practical and can be highly effective against serious 
Deathmatch experts. Most of these techniques require a lot of practice, though, and 
many of the best players have spent hours, even days, refining a particular technique 
or trick. Sure, practice can get boring after a while . . . but as they say, no pain, no gain. 


Deathmatch Tactics |" 


The first step to playing like an advanced player is to have an unpredictable mov- 
ing pattern. The easiest way to get hit is to always play a predictable game. A pre- 
dictable pattern of movement offers your adversaries little challenge, and you will 
undoubtedly be annihilated again and again. However, progressing through a level in 
a random, unpredictable manner will continually challenge your opponents. At the 
same time, you have to develop a sixth sense to anticipate where your opponents are 
going to be when your shot reaches its target. For instance, if you are shooting rock- 
ets and your opponent is running in a straight line, aim a little in front of your target 
and time the shot so that the rocket intercepts the enemy at the precise time. This tech- 
nique applies to any weapon you use in any of the 3D action games; however, each 
weapon will require differences in timing. 

While you are on the move, and especially when you are dodging your opponents’ 
shots in the heat of combat, make sudden, jerky movements to throw your opponent 
off. Zigzag your pattern as much as possible. If you must run in a straight direction, 
make a sudden strafe now and then. When running forward, use the 180-degree spin 
move to switch all of a sudden to running backward. Performing these sudden changes 
in movement helps you defensively as you carry out your offensive plans. 

At the same time, always be aware of what weapon your opponent is using and 
how far away he or she is from you. Once you have the timing of the weapons down 
pat, you can synchronize your movements with the opponent’s weapon reloads. For 
instance, if your opponent is firing the shotgun at you, change directions in your move- 
ment just before each shot. 

Again, the success of any technique hinges on questions of balance. There are 
occasions where too much running around works as a disadvantage. When your oppo- 
nent is also moving about in random movements, it can be very difficult for either of 
you to get a clean shot or to get a good aim at the other. In such circumstances, stop 
moving briefly, take good aim, and fire off a volley before continuing with your progress 
through the level. Do this quickly, deftly, and with good timing, and your opponent 
will have very little chance of responding—in fact, do it precisely, and you can all but 
guarantee a frag before your enemy has a chance to respond. 
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SPECIFIC 3D ACTION TACTICS 


The strategies and tactics discussed thus far are fairly universal, in that you can apply 
them in any 3D action game you choose to engage in Deathmatch contests. However, 
despite their many similarities, some unique characteristics among specific games 
bear mentioning. The strategic hints and tips that follow are more game specific. In 
truth, these game-specific tactics can be quite fun, and, when used in Deathmatch sit- 
uations, can be slightly underhanded and downright sneaky—but they help rack up 
the frag count just the same. These tactics will focus primarily on the more popular 
3D action games used for Deathmatch play: Quake, Duke Nukem 3D, and the DOOM 
trilogy, which includes, DOOM, DOOM II, and The Final DOOM. 


QUAKE DEATHMATCH TIPS 


You might think that the Shambler is the smartest enemy you’ve ever come across in your 
Quake adventures, but you’re wrong. You haven’t experienced intelligence until you’ve 
battled it out with fellow humans in Deathmatch on Quake levels. Here are some proven 
tips and tricks to help you stomp some serious butt in Quake. When you play Deathmatch 
levels in Quake, the rules are “health first, ammo and weapons later.” If you die without 
ammo and weapons, at least your backpack won't be left behind. If you have stocked up 
with health, you can always survive a battle, and can then run and hide so that you can 
power up again and come back later for the kill. 

It is usually our first instinct to just run forward once we enter the game. While 
this is a good practice most of the time, against some advanced players, this habit can 
be your death trap! By anticipating your starting patterns, an advanced player will 
shoot rockets ahead of time, knowing that you will run right into it as you start out. 
So instead, vary your starting patterns just as you vary your movement patterns. 
Sometimes, run backward when you first come into the level; other times, just remain 
in one place and look around before running. 


Controlling Movement 


Every once in a while you might notice that it’s hard to run in a straight line when 
using the joystick or mouse in Quake. If so, use the arrow keys on the keyboard to 
move in a straight line either forward or backward. The arrow keys can also be used 
to aim with deadly accuracy. 
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Know when to use full power or when to slow down, when you are on the move. 
Sometimes it’s dangerous to run at full speed or to use steroids to increase your 
movement speed to blast through a level. You can run into a dangerous situation with- 
out knowing it’s there. Then you’re fragged before you knew what hit you. The essence 
of movement control in Quake is being sensitive to your environment and concen- 
trating on the immediate situation. 

Always keep an eye on your supplies, too. Check on your display every so often to 
see how much ammunition, energy, and health power you have left. It can be deadly 
to rush into an infested area, only to run out of ammunition and health. 


Weapons Fun 


In Quake you can pull quite a variety of tricks with the available weapons. For instance, 
in situations where an opponent is chasing you from behind in an enclosed area and 
you are coming to a bend or corner, consider hitting the wall in front of you with a 
grenade before you make the turn. The grenade will bounce back and take care of your 
pursuer—with you safely out of harm’s way. 

Grenades can also be used effectively to cover up your tracks while retreating. This 
move is best performed using a mouse. Make a sudden 180-degree spin and start lobbing 
grenades while you move backward. On the flip side, if a grenade is sliding on the floor 
toward you, a simple, well-timed jump is usually sufficient to avoid being blown up. 

If you’re playing Quake as a sniper, use nonprojectile weapons. That way, your foes 
won't be able to tell from which direction your shots are coming. It works to your defen- 
sive advantage if you can avoid letting your enemies see where your bullets or nails hit 
a wall or other surface. In contrast, if you fire a rocket, your adversaries can see fairly 
easily where your rocket came from. 

On the other hand, if an opponent has a grenade launcher aimed at you, your best 
bet is to try to run circles around the threatening foe. By using this choice of weapon 
in this situation, your attacker will likely end up doing more damage to himself or her- 
self than to you, if you continue circling. 

In direct, one-on-one situations, you can use a weapon such as a shotgun or a 
rocket launcher as you move backward, away from your opponent, while he or she 
fires at you either from a standing position or while moving toward you. Your projec- 
tiles will hit your assailant first, because he or she is running into them—and you are 
less likely to be hit as you continue moving backward and dodging the fire (see Figure 
4.7). Rockets, of course, work well, scaring people off when they’re chasing you as 
you're retreating. 
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FIGURE 4.7: Fire your projectiles as you run toward your opponent. 


If you’re using the rocket launcher and your opponent is good at avoiding your 
shots, try shooting at walls, the floor, or any other structures around the opponent’s 
immediate area. The explosions from the rockets can still inflict damage, even though 
you’re not scoring direct hits with the rockets. 

The value of changing your weapons from time to time cannot be overstated. For 
example, if you’re in a heated battle and you've been using the shotgun all the while, your 
opponent will probably adapt and anticipate your shots. Fool your opponent by suddenly 
changing to a rapid-fire weapon like the nail gun. You can pick off a good-sized chunk of 
flesh from your foe before he or she can counter with the right weapon selection. 

Whether you frag them, or they frag themselves, always make sure you pick up 
your dead opponents’ backpacks. Waste not, want not. 


Environmental Tactics 


Fool your opponents by making use of doors, elevators, and trap doors. Perform eva- 
sive actions, like activating an elevator and jumping off of it, or opening a door and 
then standing aside. You want your opponent to anticipate that you will enter the door 
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or go up the elevator so that you can 
catch them off guard and blow their 
heads off. Pick on the weaker players, R 


If you are dying, and your 


first. Hey, it’s allowed! (It’s called “sur- 


vival.”) If you are fighting a foe who sud- opponent is about to finish you off, take 
denly starts running away, give chase out your rocket launcher or grenade 
immediately. The player is bailing most launcher, stand in front of a wall, and 
likely because he or she is low on health fire! This way, your character commits 

or is out of ammo. Of course, be aware suicide—and your opponent gets cheated 


that there is always the possibility that out of a frag! 
your fleeing enemy is just leading you on, 
trying to get you to an area that might be more of a strategic advantage for him or her. 

From time to time, try to duck behind any structure that will provide cover, and 
then strafe out periodically, either firing off a rocket or letting loose with a shotgun blast. 


DOOM DEATHMATCH TIPS 


Your marine character looks pretty gnarly in the DOOM trilogy, but you have to have 
a good strategy and be quick on your feet mentally to back up that look in Deathmatch 
levels with this series of 3D action games. After all, your opponents’ characters appear 
just as gnarly, and the good ones can make mincemeat out of you in no time flat—if 
you don’t go about the levels methodically. This section provides a few tips and tricks 
that are relevant to Deathmatch play in DOOM. 


The Wall Run 


There is a little-known bug in DOOM in which you can strafe-run along a wall run- 
ning north to south and achieve a speed best described as in-your-dreams-ridiculous. 
Some Deathmatch players estimate this speed to be 300 percent faster than ordinary 
running! Typically, strafing while running is supposed to be around 44 percent faster 
than ordinary running. The bug is a small part of the actual game engine—overlooked 
by the engine’s designers—that doesn’t adhere to the proper rules of the game, for 
some reason. You can use this bug to your advantage once you know it’s secret. In the 
right situations, it allows you to sneak up on your opponents before they even have 
an inkling of your whereabouts. But, as always, beware! Another player might already 
know about this little secret and can use it against you. 
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The Respawn Frag 


When you know a level extremely well, you can sometimes hang out at the Deathmatch 
starting points hoping to surprise and frag someone who is respawning after just becom- 
ing a frag victim. Anytime you’re playing in a close match, you can use this dirty little 
trick to tip the frag scales to your favor. Many Deathmatch games between experienced 
players on any good Deathmatch level center on picking up respawn frags. It might be 
a dirty trick, but this is war, isn’t it? Damn right it is, and there is never a nice guy in a 
combat situation. In this kind of game, it’s: “Welcome back, you’re dead, buster.” 

To avoid being the victim of the respawn frag, move your butt off the starting point 
as soon as you respawn. Always run in a different direction each time you do respawn. 
If your exit path becomes predictable, you will always become the end user of shot- 
gun pellets by your opponents. 

Sometimes you can even “play the lottery” and fire off a few rockets in the direc- 
tion of a Deathmatch start area. Who knows, you might get lucky. Many players always 
run for the same gun or power-up after being killed. Watch for this. If you don’t know 
where your opponent is, and if there are a few key items on the level, run for them. 


The Sneaky Block 


You can use the fact that DOOM isn’t true 3D to your advantage while playing this 
game in a Deathmatch contest. One thing you cannot do in DOOM, however, is jump 
over, or stand on top of, another player. 
The DOOM engine determines whether 


R one player is blocking another by using 


Be aware that the sneaky block a flat view of the level. This means that 


can be used against you. Remember this an opponent on a ledge above you, or on 
if you find yourself in a situation where the ground below you (if you’re on the 
you can’t move forward, and you can’t elevated surface), cannot pass by you as 
figure out why. Your only choice in such a long as you stand in the other player’s 
situation is probably to unload your direct line of movement. 

weapon into your blocking adversary! Imagine looking at the level from a 


horizontal perspective. If you can stand 
between your opponent and where he or 
she wants to go, you can block the enemy from moving past you no matter how far 
above you or below you is his or her position. This maneuver might just buy you 
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enough time to annihilate your foe before he or she finishes you off or moves in another 
direction (if there is one) to get away. 


The Vulture Frag 


If there are enough players engaged in your Deathmatch play on the DOOM level, con- 
sider using the vulture frag. If you are able to witness an all-out battle between other 
combatants, wait patiently and then go after the winner once the other players have 
died. The winner of these battles usually will emerge victorious with very low health— 
and this can mean an easy frag for you! Just park yourself somewhere in a corner or 
anywhere just out of sight and watch until the last player standing is about to go search 
for health. Then dive in like a vulture to foil the weakened victor’s plans. Vultures have 
no manners, but they get their meal. 


Creating Diversionary Conversation 


If you can see your opponent, and your opponent can’t see you, send a message to the 
unsuspecting foe via chat mode using the T key. While your opponent is busy typing 
in a response, whip out the plasma rifle and nail ’em! This is really a nasty trick in 
front of doors, because your opponent’s spacebar won’t open the door while they are 
in the midst of typing a response in chat mode. It’s fun to watch as your adversary tries 
to run through the door, but you kill the poor fool before he or she can hit the Enter 
key and retreat to safety! 


DUKE NUKEM 3D DEATHMATCH TIPS 


Duke Nukem 3D can be tough enough, what with the continuous onslaught of the 
alien invasion and its droves of assault commanders, sentry drones, octabrains, pig 
cops, and other equally bizarre creatures. But playing Deathmatch against other clever, 
conniving Duke Nukems can be almost too much. There are many items and strate- 
gies in the Deathmatch levels that are often overlooked, or not known . . . so this sec- 
tion should shed some light on helpful strategy against formidable Duke opponents. 

The number one Deathmatch tip to remember when playing Duke Nukem 3D is 
to leave the girls alone, man! Yeah, you can tip ’em and hope they’ll dance—some of 
“em will even give you a little show—but don’t even think about killing them on pur- 
pose. Besides displaying a very warped attitude toward women, it also will result in 
your opponents’ easily figuring out where you are. But what about the women who’ve 
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already been turned into pod creatures, you ask? Well, yeah, go ahead and put them 
out of their misery—they even ask you to, like in Aliens—but if you’ve got to do it, 
use the mighty foot to save your ammo. 

If you have night-vision goggles, use them whenever you go into a darkened area. 
Helpful messages only visible through the goggles are often scrawled on the walls of 
tunnels, and your Duke enemies will be a bit easier to spot. 

Duke’s crouching ability can be quite useful in offensive situations. When you 
spot an enemy, fire a shot, and then immediately crouch and start advancing, shoot- 
ing as you go. It’ll take a few seconds for 
your enemy to hit the ground—and that 

should be enough to finish off the job. 

eg uU hil h- You can also stay crouched to move 
se any weapon while crouc kl 

ing-except the RPG launcher. The RPG unseen through areas with plenty of sur- 


ees i rounding cover, such as inside the the- 
launcher will give you away to the experi- 
i ater on the Hollywood Holocaust level. 
enced Deathmatch player every time. 


In Deathmatch levels with Duke 
Nukem 3D, strive to discover all the 
secrets of the level, obtaining all 
NOTE the weaponry and inventory you can 
amt | Make sure that you'take out before even thinking about destroying 
the other Deathmatch players. This 
allows you to grab all the cool weapons 
that, hopefully, the others haven’t found 
yet. This of course will give you a more 
dominate position over your foes. 

Many of the levels offer you the 
capability to get higher than your oppo- 
nent by using an elevator, going through a secret passage, or jumping onto an object. 
You can then observe the action from above, and can fire at will. This is a great tech- 
nique, especially if your opponents don’t know the secret area where you are hiding. 


any gun turrets you see. These little bug- 


gers will do some heavy damage to you if 


left alone. Sometimes you'll need a jet- 
pack to get to them, but it’s worth it to 
take them out early. 


The Holoduke and You 


The particular 3D action game Duke Nukem 3D gives you the unique opportunity to 
establish decoys of your likeness to help fool your enemies. You can place a Holoduke, 
along with a few pipe bombs, in a location where you know that one or more of your 
pursuers are likely to pass. Then hide yourself somewhere nearby—and wait for the 
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fun. Make sure you can see the action when another Duke tries to attack your decoy. 
As soon as the invading Duke is close enough, simply discharge the pipe bombs and 
blast the sorry sap to kingdom come! Just be ready for plan B here—there’s a good 
chance that your Duke opponent will be savvy enough to see through your ruse. Here’s 
where a good observation point can pay off, though. If the Duke foe isn’t fooled by the 
Holoduke, be ready to blast the chap with shotgun blasts, chaingun cannon fire, or 
RPGs. If the offending Duke is close enough to the pipe bombs that you left with the 
Holoduke, then shoot one to set off a frag-worthy explosion. 

There might be occasions when you’re fooled by a Holoduke too, so be careful. 
There is a way to tell if the image in front of you is a Holoduke or not. This is another 
situation where the night-vision goggles can come in handy. If you have a pair and 
you want to check out the true identity of a stationary Duke, activate them. If the image 
is a real Duke enemy, it will appear in shades of green. If the image appears in only 
one shade, it’s a Holoduke, and most likely a trap. Try to always check out the Duke 
images that are not moving, before you fall victim to a deadly trap. 


Be Quick or Be Dead 


Quickness is the key to success in Duke Nukem 3D battles. There is a quick and dirty 
move to get back at the goons who run up behind you. When you hear someone behind 
you, move forward a few steps. Hit your Backspace key to do a 180-degree turn, crouch 
down, and blast away. This is an easy way to remove these pesky opponents as quickly 
as possible. 

If you’re stuck in a tight spot and running low on health, try leaping over the enemy 
facing you and getting the hell out of Dodge City. This move works great in open areas, 
though it can be confusing and fatal when attempted in a small room. 

Your RPG launcher will try to target any living enemies, and here’s a way to make 
the most of it. Hide behind a crate or other object; then jump in the air and fire a mis- 
sile. If there’s an enemy anywhere close to where you're pointing, the missile will hone 
in on it. This makes the RPG launcher great for Deathmatch slugfests. 

A variation on the jump ’n’ shoot technique, one that’! work with every weapon 
while you hide behind an object, is to make sure that you’re facing your enemy, and 
then slide left (or right) to emerge and get off a few volleys before sliding back to safety. 
It takes a little patience, but the damage you'll avoid is well worth it. 
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Structural Strategies 


When using spiral stairways, slide in one direction and occasionally turn in the other 
direction to keep your weapon trained on the middle of the stairway. If you’re going 
up a spiral staircase that turns right, strafe left and tap the turn right button. You can 
also use this technique to circle an enemy, but if you have Run mode on, you'll prob- 
ably be moving too fast to keep a steady aim. 

Try to keep your point of fire in the center of a stairwell as you go up or down it. 
You can use the strafe key while tapping the right or left key to go up or down while 
keeping your gun centered. This make it much easier to kill the enemies that might 
pop into your view in these very enclosed areas. 

Use reflective surfaces that are strategically placed all around certain levels. Duke 
can check out his facial expressions and also watch for enemies using these mirrors 
and glass panels. Keep your eyes peeled for objects you can leap onto, especially after 
you’ve cleared out a level and are searching for goodies. Sometimes these reflective 
surfaces give way to secret passages, so don’t be shy about jumping onto them to see 
if they give way. The worst that can happen is that you bounce off them. 

Elevation can work to your advantage in many Duke Nukem 3D Deathmatch lev- 
els, so look for slanted surfaces in other areas that provide a possible means to a ledge, 
cliff, or other elevated area. Once you’ve cleared out an area, and if you have a jet- 
pack, use it to get airborne and look around from a bird’s perspective. You might find 
more ammunition, armor, a strategic switch to trip, and other items that you wouldn’t 
normally see from ground level. 

The security monitors are not provided merely for show or effect. They can be 
quite useful—both to you and your enemies. Use them to view the action in another 
area from a safe hiding place. If you know the level well enough, place a few pipe 
bombs in an area that you know you can view at a security monitor, and then go back 
and wait at the monitor until someone shows up. If an unsuspecting enemy hasn’t 
seen the bombs, you can detonate them for a delightfully sneaky frag. The security 
monitors are a great resource in Deathmatch to conduct surveillance and locate other 
players, weapons, or power-ups. Just be aware that someone might be likewise watch- 
ing you from another security monitor location. 


Armory Duke Style 


You have a lot of nifty weaponry tricks at your disposal in Duke Nukem 3D Deathmatch 
levels. One explosive trick is to shoot the C-9 canisters that are spread liberally 
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throughout many levels when enemies are near them. The C-9 canisters generally 
appear in groups of three to five, at random locations. If you shoot one canister, it sets 
off a chain reaction, as each canister explodes and kills any opponent who happens 
to be near the canisters. Fire extinguishers hanging on walls blow up as well and can 
be used to snuff out an enemy in the same way. 

Another favorite move among experienced Deathmatch players involves placing 
a few pipe bombs on an elevator and sending the elevator back down or up to wait for 
its next occupant. Once you hear the elevator come back, you can detonate your pipe 
bombs. It’s a great trap for Deathmatch contests, as shown in Figure 4.8. An experi- 
enced player will see the pipe bombs and deactivate them by blowing them up with 
the RPG launcher. If the player doesn’t see them, you’ve got yourself another easy frag. 

In Duke Nukem 3D the RPGs have a heat-seeking capability. The RPG will try to 
target anything remotely near its direction of fire. This capability makes the most of 
the RPG launcher in situations where you are unsure of the target. Hide behind a crate 
or some other object, and when you think something’s coming after you, jump up and 
fire a grenade. If there’s any life in front of you, the grenade will attempt to target it 
and wipe it out. 

The RPG launcher and pipe bombs are no doubt powerful weapons, but they don’t 
do you a lot of good when you’re in close-quarters combat in rooms, tunnels, and other 
tight spaces. If you know you’re about to enter some spots where the enemy will get 


FIGURE 4.8: A few well-placed pipe bombs can bring a quick and decisive frag. 
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up close and personal, use your pistol, shotgun, or chaingun cannon—but be con- 
servative with the ammo. 


Trash Cans, Glass, and the Mighty Foot 


Many Duke Nukem 3D levels contain glass panels or walls and trash cans placed ran- 
domly throughout. Anywhere in the levels where you see plate glass or a trash can, 
you can use Duke’s Mighty Foot to kick it (press the ~ key). If you kick glass, chances 
are that it will explode into a million pieces, exposing another entrance to a secret area 
or some hidden goodies. 

The same goes for other inanimate objects. Don’t waste ammunition opening trash 
cans and bashing through grates. Use Duke’s mighty foot instead. You don’t even have 
to change weapons to use the mighty foot. Kicking a trash can will reveal whether it’s 
hiding a power-up or much needed ammo. 

When you bash through an air conditioning vent’s grate, you can crawl through the 
opening and secretly make your way through a duct system to find power-ups or to short- 
cut your way to a surprise-attack position. These vents can lead to a lot of secret areas. 


Replenishing Health 


Be strategic with your health. If your health is down to 90 percent only, don’t grab a 
large medkit that is worth 30 percent—it’ll only be worth 10 percent to you because 
these items won’t boost your health beyond 100 percent. Atomic health units, how- 
ever, will always boost your health to as much as 200 percent, so grab one of these 
babies any time you can. If you don’t need the benefits of a large medkit, make a note 
of its location and be prepared to get it when you do need it. 

Any item in the game that spews water can be used for replenishing health. The 
next time you’re in the bathroom and you or an enemy blow up a toilet, you can stand 
directly in front of the spewing water and press the spacebar. Your health will go up 
by one health point each time you do this. You can only gain up to 100 percent health 
using this method, but it might come in handy in desperate situations. You can also 
use a working toilet at any time to increase your health by 10 percent. Press the space- 
bar as you stand directly in front of the toilet to use it. Make sure you relieve yourself 
before you decide to blow the porcelain thrones up. 
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Sergeant Hulka Says 


achieving success at Deathmatch. You're not 
going to be able to play it well, though, without 
practicing those combat skills. You've got one 
objective, soldier, and that is to play and prac- 
tice Deathmatch games until you're an 
absolute pro. There are many variables and 
secrets inside the levels that need to be discov- 
ered, and now it’s up to you to show what kind 
of stuff you're made of. Now that you've got 
your feet wet with combat tactics, move on to 
the next chapter to learn advanced strategies 


| 
‘ 
i] 
All right, Private; you've been given the keys to | 
| 
and tactics with weapons and power-ups. 


Deathmatch Weaponry 
and Power-Ups 


88° CHAPTER 5 Deathmatch Weaponry and Power-Ups 


n the original Deathmatch 1.0, once an item other than a weapon was picked up, it 
was gone from the level and no longer available though the rest of the match. Weapons 
in Deathmatch 1.0 remained on the level after players picked them up, but each player 
could pick up each weapon only once per life. In contrast, in Deathmatch 2.0 all items, 
except the invulnerable and invisibility sphere in DOOM and DOOM II, respawn 30 
seconds after being picked up. The weapons also respawn in the same time frame, and 
you can pick up a weapon until you have no more room for its ammo. 

Because of the significance of weapons and power-ups in Deathmatch levels played 
in 3D action games, you have to consider a lot of strategy as you decide what to grab, 
how to grab it, and when to grab it. This chapter will take a look at the various weapons 
and power-ups at your disposal when you play Deathmatch levels. It will also describe 
the kinds of weapons you should use in particular situations, and tell you how to 


defend yourself against particular weapons or opponents who have been enhanced 
with particular power-ups. 


WEAPON STRATEGY 


You have quite an array of weapons at your disposal when playing Deathmatch levels 
in popular 3D action games. Many of the games share similar weapons, though each 
game also has a unique weapon or two. Each weapon has certain strengths and weak- 
nesses, depending on the situations in which you use it. Knowing how and when to 
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Sergeant Hulka Says 


Listen up, Private! Take stock of the weapons 
and power-ups that are up for grabs in 
Deathmatch levels. It’s not always a matter of 
how much you have but what you have in your 
inventory that can mean the difference between 


winning or being an early frag victim! 


exploit weapon match-ups is very impor- 
tant to your success in Deathmatch play. 


NOTE 


If you are playing a shareware 


SMALL HAND WEAPONS 


version of your favorite Deathmatch 


Smaller hand arms are typically the game, you are usually limited to a smaller 
default weapons that you begin levels || selection of all the available weapons. 
with in 3D action games. The default For example, there are a total of nine 
weapon varies in each game. In DOOM weapons available in Duke Nukem 3D, 
and DOOM II you start with the fist and but you can use only six of them in the 

a pistol; in Duke Nukem 3D you start shareware version; the other three are 


with a pistol and your mighty foot. In available only after you purchase the reg- 
Quake you start with an axe. Basic hand istered version from 3D Realms. 

weapons such as these are enough to 
help you stay alive until you find some 
of the more destructive weapons. You’ll find that with a handgun you have to shoot 
your opponent many times to inflict a significant amount of damage or score a frag; 
one shot is certainly not enough. That’s why you want to set out to find the more 
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destructive weapons as soon as possible, before your enemies get to them first. Let’s 
take a look at how to make the most of small hand weapons when you begin playing 
Deathmatch levels. 


Fist 


The fist in the DOOM trilogy games is also known as the weapon of last resort. This 
is the bare-knuckled approach to fighting your way through a Deathmatch level. If you 
don’t have any other more destructive weapon at your disposal, or perhaps if you were 
raised on street fighting in a tough neighborhood, you can almost always use your fist 
to punch at your opponents. This is not the most effective offensive weapon for get- 
ting frags, but it’s better than nothing. If you find yourself in a situation where you 
only have your fist to defend yourself, you had better find a pistol or shotgun pronto; 
otherwise, you are not likely to be around much longer. 

Getting close enough to punch your opponent can be quite difficult, especially if 
the opponent possesses a weapon. You definitely want to avoid this situation, though, 
because fighting an opponent with your fist is generally a losing proposition. However, 
if you can frag an armed opponent with your fist, imagine the enormous psychologi- 
cal power you can wield. Your opponent might just call it quits right then and there 
after being punched to death. 

If you do find yourself temporarily without a weapon in DOOM or DOOM II, try to 
get yourself a berserk kit. Grabbing this power-up is like an invigorating shot of adrena- 
line that restores you to 100 percent health 
and puts a lot more force behind your fist. 


does disarm you of your weapons for a 


| Although acquisition of the berserk kit 


If you use a berserk pack, you 
will have the ability to kill with one punch. 


short period of time, and causes your 
vision (screen view) to be tinted red at 
first, the red tint does clear up in 15 sec- 
onds, and your punches retain their power increase—as long as you remain alive. 

Defending against an opponent using his or her fist is simple. You only need to 
keep stepping backward, and shoot at the opponent until he or she dies. Because the 
fist is a weapon of last resort, if an opponent is coming at you with only a fist, you 
know he or she is either on berserk power or crazy. Either way, all you need do is load 
up the biggest weapon you have and blow the fist-wielding adversary away! 


Weapon Strategy | 


Duke's Mighty Foot 


Duke Nukem’s mighty foot is comparable to the fist in DOOM and DOOM II, and, like 
the fist, it is generally used as a weapon of last resort. It is always available; just press 
the tilde key (~) to deliver blows with the mighty foot, as shown in Figure 5.1. 
However, the mighty foot can be a bit more versatile than the fist is in DOOM. For 
instance, you can use the mighty foot to kick through duct grates and glass panels 
without expending valuable ammunition for these chores. 

In certain situations the mighty foot can be used offensively along with some exotic 
weapons, such as the shrinker or the devastator. For example, you can blast enemies 
with the shrinker’s shrink ray to reduce them to the size of a mouse, and then use the 
mighty foot to squash your shrunken victims like a bug. It is possible to frag enemies 
using only the mighty foot, though it will take a lot of perseverance to do this before 
the opponent you’re kicking blows you away with the shotgun or other weapon. 


Axe 


In Quake, wield the axe as a weapon of last resort. You can use the axe in close com- 
bat to slice and dice your opponents, but, like the fist in DOOM and the mighty foot 


MIGHTY ENG. 


FIGURE 5.1: The steel-toed boot on Duke’s mighty foot can inflict a lot of damage. 
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in Duke Nukem 3D, the axe is not recommended as a primary Deathmatch weapon. 
The axe simply cannot match up well with the shotgun or other powerful weapons. If 
you find yourself without any other weapon in a Quake Deathmatch battle, about the 
only thing you can do to defend yourself is chop, and chop a lot! Then try to get your- 
self a more powerful weapon as soon as you can. 


Pistol 


The pistol is the default weapon with which you start most 3D action games, and it is 
your workhorse weapon. The pistol inflicts minimal damage, so you need to fire sev- 
eral shots to frag an opponent. Although the pistol fires very quickly, in some games 
you also have to keep reloading it after it runs out of shots. Reloading causes a pause 
in the action, which can result in your losing health, if you’re not careful. Some games 
do not pause the pistol’s firing action during reloading, but instead perform this task 
automatically each time you run out of ammunition. 

The pistol has an ammunition limit, and you must keep finding ammo to stay com- 
petitive. Fortunately, ammunition packs for the pistol can be found all over Deathmatch 
levels. When and if you find a pistol in the 
game, it will usually have rounds in it for 

your shooting and killing pleasure. 

Sz Tm DUReNU cepa Divoutcan While it is not necessarily a weapon 
of last resort, you generally want to try to 
get your hands on weapons more power- 
ful than the pistol so that you do not have 
to rely solely on your pistol to get you 
through a Deathmatch level. The pistol lets you defend yourself and mount modest offen- 
sive attacks as you seek out the more formidable weaponry the level has to offer. But it 
will take an awful lot of ammunition to severely weaken or frag a healthy opponent. 


use the pistol to activate switches from 


a distance. 


BREAD-AND-BUTTER WEAPONS 


Your bread-and-butter weapons are the kinds of weapons you want to find and grab 
as quickly as possible as soon as you begin playing a Deathmatch level. While they 
won’t inflict the really heavy damage that a rocket grenade launcher or devastator can 
do, such weapons do allow you to mount formidable offensive attacks, defend yourself, 
and get frags while you look for power-ups and weapons capable of heavier damage. 


Weapon Strategy 


These are your workhorse weapons, your staples. They’re not flashy, but they do pack 
a punch and help you get the job done. After all, dead is dead. 


Shotgun 


The shotgun is a very effective weapon in short-range situations. A shotgun provides a 
lot more power than the pistol, but you do have to reload it after each shot. Reloading 
occurs automatically. In Duke Nukem 3D, for example, the reloading action is shown by 
Duke’s pumping the shotgun. Reloading 
the shotgun occurs much faster than does 
the reloading of the pistol. As is the case 
with the pistol’s ammunition, the ammo 
for the shotgun is liberally spread all 
throughout the games’ levels. 

The shotgun packs a nice punch. 
Three or four good shots at an opponent can result in a frag, as long your adversary’s 
return shots don’t hit you. Using the shotgun when you’re on the move provides you 
with the power to take out individual enemies who threaten to stop your progress. It 
is less desirable, though, to rely on your shotgun when you're in a direct confronta- 
tion with several opponents at the same time. The reloading action makes it harder to 
get off shots quickly enough when you’re battling several opponents at once. 


Super Shotgun 


DOOM I's super shotgun is a double-barreled cousin of the ordinary shotgun, and it 
gives you the ability to drop an opponent with one shot at short range. The key to being 
a good Deathmatch player is developing the versatility to be good with all the weapons, 
but if you could be good with only one, the super shotgun would be your best choice 
in DOOM II Deathmatch contests. Although it is slower loading than a single-barreled 
shotgun, one direct shot can take off as much as a blast from a rocket-propelled grenade 
launcher! 

Since the advent of DOOM II, many Deathmatch players tend to neglect the old 
single-barrel shotgun in favor of the more powerful super shotgun. The shotgun has 
two significant advantages over its big brother, though, and it’s valuable to keep them 
in mind. Its advantages are tighter pellet grouping and a shorter reload cycle. The 
tighter pellet grouping means that the shotgun’s pellets do not spread as far as the 
super shotgun’s when shooting over a great distance. A well-placed shot from the 
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single-barreled shotgun will do a lot more damage than one from the super shotgun 
when shooting at a long-range target. The shorter reload cycle means that the shot- 
gun is ready to fire a second time much sooner than the super shotgun. 

The super shotgun is usually the best overall weapon in Deathmatch levels played 
with DOOM II. Aim well before shooting with this weapon. It is best suited for close- 
range encounters, and it doesn’t work as well over longer ranges. The super shotgun 
can do triple the damage of a regular shotgun, in the right circumstances, and it is the 
weapon of choice among most Deathmatch players playing DOOM II levels. 

One of the most important aspects of the operation of both shotguns is their instant 
strike capability. When you fire a shotgun, you don’t see your pellets in the air while 
on the way to their target. In contrast, when you fire the RPG launcher, for example, 
you can actually see a rocket or grenade traversing its course toward the target. With 
shotgun fire, the game simply calculates where the shots will strike and instanta- 
neously applies the damage. 

When firing either shotgun, try not to rapid-fire at your target. Instead, carefully 
time your shots, firing off one at a time. With shotgun offensive attacks, it’s much 
more important to take the time to aim than it is to get off as many shots as possible. 
Every time you fire the shotgun or super shotgun, you should hit your prey; at least 
that ought to be your goal. To accomplish this, watch your opponent. Many players 
become very predictable. If you hit them once, they’ll generally go running for a door 
or for some health. Anticipate their next move and get your gun pointed in the direc- 
tion your adversary is going to move. Hold off on shooting until you are close enough 
to your victim. It’s always better to kill with one shot, if possible—not just to humili- 
ate your opponents, but to eliminate them efficiently. 

Itis very tough to defend yourself against a shotgun-wielding opponent, because the 
instant strike of the shotgun makes dodging shots difficult. The best way to defend your- 
self against a shotgun attack is by moving unpredictably, thereby spoiling your oppo- 
nents’ aim just before they fire (with any 
luck). Because knowing exactly when 


your opponent will fire helps your defense 
R enormously, take advantage of the pre- 


in long-range situations where the 
distance is too far for the super shotgun 
to be effective. 


The regular shotgun is useful dictability of players who rapid-fire the 


super shotguns. Use the lag time between 
shots to your advantage. 

When you are engaged in a shotgun 
battle, listen for your opponents’ shots. 
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After a super shotgun blast, you have over one second of safe time to make a move. 
Try to know exactly when your opponent is ready to fire again, and use the time in 
between your opponents’ shots to get close, aim, and shoot. If you’re shot from ten 
feet away, then run toward your opponent, and shoot him or her from three feet away. 
Most importantly, you don’t want to shoot without properly aiming your weapon. 
Players who flail around aimlessly are easy targets for players who keep a cool head 
and time their shots. 


HEAVY DAMAGE WEAPONS 


The heavy damage weapons are best used when you need to kill a large number of 
enemies quickly. These types of weapons range from those that provide widespread 
firing capabilities to the more exotic, such as one that shrinks your opponents. The 
heavy firepower of these kinds of weapons can also be used to inflict damage on more 
than one enemy at the same time. 


Chainsaw 


The chainsaw is available in DOOM and DOOM II. Although this weapon doesn’t shoot 
ammunition, it can be quite deadly when you are in close contact situations with sev- 
eral enemies. You can quickly slice and dice everyone around you when you wield this 
baby during hand-to-hand combat. The chainsaw kill can also have the same psy- 
chological value as the fist kill when you are playing Deathmatch in DOOM or DOOM 
II. If you can inflict heavy damage with a chainsaw, as you stay on the move, you can 
more than humiliate your mutilated opponents—you can shred them into confetti. 

Unfortunately, for as much damage as the chainsaw can wreak, defending against 
a chainsaw-wielding opponent is fairly easy, unless the enemy sneaks up behind you 
with another weapon active. Otherwise, you can usually hear the chainsaw as the enemy 
approaches. Almost any other weapon can be used to rid yourself of a pesky chainsaw 
attacker. Just make sure you allow enough distance between you and the attacker, so 
that you can blow the offender away without getting chopped into oblivion. 


The Shrinker 


While the shrink ray from a shrinker certainly offers one of the cooler graphics effects 
in Duke Nukem 3D, it actually has limited use in Deathmatch contests. When you 
shoot opponents with this baby, it immediately shrinks them down to a fraction of 
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their original size. This allows you the glorious pleasure of stomping on them with 
your mighty foot and crushing them into a frag. You have to stomp on them quickly, 
however, as the shrinker’s effect soon wears off, and they’ll grow back to their origi- 
nal size within two or three seconds after getting blasted. 

Although the video and audio effects of shrinking an opponent are nifty to see— 
and that squishy sound your prey makes when you step on him will make you giddy 
with joy—the shrinker is good against only one or two opponents at a time because 
you must take the time to stomp the opponents you have shrunk. This stomping action 
makes you vulnerable if you are around any other opponents. Having to stomp on a 
miniature opponent can give his or her buddies a golden opportunity to rough you up 
or make you an instant frag victim. 

It is possible to shoot the shrinker at more than one opponent. This will cause 
them both to shrink. Then, you have to run over and stomp on them before they return 
to normal size. This can prove to be very 
difficult in Deathmatch contests. 


R The shrinker is really just a novelty 


It is possible to shoot shrunken weapon, yet it can be a lot of fun, espe- 


opponents with another weapon, if you cially as a stylish way to finish off a sin- 
want to finish them off without stomping gle pain-in-the-butt opponent. It gives 
on them, but remember, you've just you an opportunity to score swift and 
reduced the size of your target. direct frags, though these require good 


timing and a lot of skill. 

The best way to defend yourself from 
an opponent using a shrinker on you is to keep moving. If you do get shrunk, run away 
as fast as you can to avoid getting stomped on within the two-to-three-second time limit. 


Laser Trip Bomb 


Officially dubbed the wall-mounted laser trip bomb, this sneaky, evil weapon in Duke 
Nukem 3D really shines in Deathmatch contests. You can attach it to most walls and 
other surfaces. When you activate it, the laser trip bomb emits a thin laser beam that 
extends to a surface opposite the wall on which the bomb is mounted. When the laser 
beam is broken by someone, the bomb detonates. 

This is a great weapon to use when you are being pursued by more than one oppo- 
nent. As you retreat from an area, you can mount several laser trip bombs in a hall- 
way or other area where you know your pursuers will pass. The trick is to mount the 
laser trip bombs in a position that will catch your enemies by surprise, such as right 
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around a corner. You also want to mount several so that the laser beams are at differ- 
ent heights. This will make it difficult or impossible for your opponents to jump over 
the laser beams or crouch below them. When a pursuer breaks one of the laser beams, 
Bingo! As long as you place them close enough to each other, the explosion of the first 
laser trip bomb will trip the others, caus- 
ing mass destruction (and hopefully mul- 
tiple frags) to your pursuers. Knowing R 
when and where to place laser trip Youvcan detonate laser trip 
bombs is a true art form. There is no end 
to how creative and evil you can be 
when placing laser trip bombs. 

A weakness of laser trip bombs is 
that they frequently fail to do enough 
damage to take out an opponent. Some opponents can survive them, so at best laser 
trip bombs will stop or delay your opponents’ pursuit. Another problem with these 
bombs is that it is very often easy to forget where you have set them, and then later 
if you walk blindly through a laser beam and . . . ouch! You'll feel like a real stooge 
when you get blown up by your own booby trap. 


bombs by throwing pipe bombs to break 
the laser beams, although it can take a 
few throws to successfully trip a bomb. 


Freezethrower 


Remember Mr. Freeze, the villain in Batman, and his unique weapon that instantly 
froze innocent bystanders and the dynamic duo as well? Well, Duke Nukem has the 
same kind of gun to quickly freeze opponents. The freezethrower emits a blue ray that 
turns your opponent into a frozen ice sculpture instantly. Like the shrinker, you must 
use your mighty foot to kick your frozen opponent and shatter the poor fool into a mil- 
lion pieces. You can also shoot your chilly victim to achieve the same result, if you 
want to take the time to switch weapons. Like the shrinker, though, the effects of the 
freezethrower do not last very long, so you need to shatter your frozen opponents as 
soon as possible to finish them off before they thaw. 

A freezethrower frag can be a very rewarding and satisfying experience indeed; 
however, the freezethrower, like the shrinker, is really a novelty weapon. It offers a lit- 
erally cool and unique way to frag your enemies, but its effects are limited and it is not 
effective against a large number of opponents at one time. Also, defending yourself 
against this weapon is extremely difficult. Unlike with the shrinker, you cannot move 
once you get hit with the freezethrower’s ray; so if your opponent is coming at you 
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with a freezethrower, you'd better high-tail it out of there and get to a safer position. 
Otherwise, you will be an instant snow cone and doomed to fragsville. 


Devastator 


Another exotic weapon available in Duke Nukem 3D is the devastator. Its rocket hands 
make an extremely damaging and powerful weapon. Imagine putting on a shirt with 
rocket launchers for sleeves! This is what acquiring a devastator is like. As you fire the 
devastator, your arms pump back and forth as the super bullets leave the two barrels. 
The devastator fires large, deadly bullets. They look like the bullets from an A-10 
Warthog. They hurt everyone and everything. As its name suggests, the devastator’s 
ammo is good for blowing apart opponents and blasting open weak spots in walls to 
get at hidden goodies or secret passages. 

The devastator is easily one of your most potent weapons, and it can give you 
many heavy damage benefits in Deathmatch levels with Duke Nukem 3D. However, 
do not fire the devastator while you are too close to your intended victim. Its power- 
ful effect can damage you severely as well. Your best defense against an opponent with 
a devastator is to get your hands on one as well. 


BFG 9000 


The BFG 9000 is the most damaging weapon in DOOM , and it can be used to obliter- 
ate all creatures in sight. The BFG takes a long time to fire up, a good two or three sec- 
onds, and it uses up 40 energy cell units all at once with each shot. Damage does not 
happen until the big green bolt it fires hits something. 

The operation of the BFG is unique in the world of 3D action games. No other 
weapon in any game has the complexity of the BFG 9000. It is a great weapon against 
monsters, but in Deathmatch it is quite difficult to use with great success, and it requires 
a lot of skill to master. 

Don’t be conservative with your ammo when you are using a BFG 9000 against a 
good player. Unless you know that your opponent is dead, keep the BFG shots rolling! 
Shrinking the screen size down one or two notches will make the BFG more effective 
on the far left and right sides of the screen. You want to be able to see at least part of 
your opponent when you use this weapon. 

Don’t be afraid to use the BFG in close quarters. You might think the BFG is 
designed for open-area use, but it actually works best when things get cramped. 


Weapon Strategy 


Find lots of ammo for the BFG, and then keep it stocked with ammo. Use the BFG 
every chance you get! You can use a backpack to double your ammunition-carrying 
capacity. Then shoot it off whenever you get the urge—for instance, every time you 
enter a new room or open a door. 

Set up pretimed shots that take advantage of the BFG’s long warm-up time. For 
example, pull the trigger and then open the door. Or, pull the trigger, and then drop 
off a ledge into an area where your target is located. 


THE SILENT BFG Ifyou are fortunate enough to play Deathmatch with a stereo 
sound card and headphones, you know that sound cues are vital to playing well in 
Deathmatch. In many cases, the only way a potential victim knows that the green bolt 
from a BFG is in the air is by the distinctive sound the weapon makes when it is fired. 
Headphones are especially helpful in giving directional cues as to the shot’s origin, 
which can help point the way toward a proper escape. 

A limitation in the sound programming code in DOOM means that your marine 
character can only emit a single sound at a time. By timing your BFG 9000 shot to coin- 
cide with another sound, such as the grunt your character emits when landing from 
a height or pushing a wall, you can effectively silence the sound of the BFG 9000 shot. 
Reducing or eliminating the warm-up sound that serves as a warning for a wary 
opponent makes this weapon considerably more effective. Practice firing the BFG 
as you fall from a ledge; this is a fairly easy way to silence the sound of a BFG shot. 
You can also practice pushing a wall just after you fire. Because of the long BFG warm- 
up time, you should be able to fire, push the wall, and still have time to turn and find 
your target. 

While this trick works well in theory, in practice it is hard to perform. On the other 
hand, this is one of the most secret tricks of playing a Deathmatch level in DOOM. 


THE DAMAGE CONE As most Deathmatch DOOM players know, the BFG does a 
lot of damage. It’s harder to understand the damage a BFG can do to an opponent that 
its green bolt doesn’t actually hit. In fact, most players have no idea how the BFG actu- 
ally works, and therefore, don’t use it to its full potential. Where the BFG’s green energy 
blast actually hits isn’t the only area it can damage. In effect, you are ground zero for 
every BFG blast you shoot, and the damage you inflict emanates from your position 
in a cone-shaped wave of energy. 
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This is one of the advantages of knowing about the BFG’s damage cone. The dam- 
age actually radiates from you, not from the explosion when the green bolt hits some- 
thing. There are two things to keep in mind for using the damage cone successfully: 


1. Damage does not radiate out of you in every direction. 


2. You must be able to see your opponent for the BFG to do any damage. 


Damage only radiates out of you in one direction: the direction you fired the BFG. 
That is not the same as saying that damage radiates out of you in the direction of its 
green bolt. You might move after you fire the BFG. The initial spot where the green 
blast of energy hits means nothing. If you shoot north and then run west, damage will 
occur north from your current position as soon as the blast hits something. 

For example, suppose that you shoot the BFG northward, run into another room, 
and frag someone standing north of you, even if neither of you can actually see the 
green explosion! The damage emits out of you in a 90-degree cone shape, getting wider 
as it gets farther from you. This is the damage cone. 

As for the second condition, you must see the other person for the BFG to do any 
damage. If you are looking in the direction of the opponent you want to shoot with the 
BFG, you must be able to see at least one pixel of them. If you can, then they are in 
your damage cone, and you will hurt them severely if you fire your BFG. If you can’t 
see them, then you will do no damage. 

Another way to understand how the damage cone works is to try standing shoulder- 
to-shoulder with another player facing a wall. Shoot the BFG into the wall. This will 
do no damage to the other player because they are not in your damage cone. Now, do 
the same thing again, but after you shoot take a few steps back so that you can see the 
other player. This brings the other player into your damage cone, and the BFG blast 
will kill them. 

In Deathmatch play, it’s often a good idea to shoot a wall with the BFG, and then 
position yourself to keep your opponent in your damage cone. This maneuver makes 
it harder for your prey to run and avoid the BFG blast. Shoot the BFG at a very distant 
wall, like outside or down a long hallway, and then run into the room where your tar- 
get is. The enemy might not know you even fired, or might think the blast has already 
detonated. Either way, you can just stand there. When the green bolt eventually det- 
onates, your target will crumble to the ground, realizing too late that you were stand- 
ing still because you were keeping him or her in your sights! 


Weapon Strategy 


A common mistake many players make with the BFG is shooting at an opponent 
and then running past their target. If you fire northward and let your opponent get 
south of you, then you will do no damage. After you fire the BFG, you want to stay 
close to your opponent, keeping your target within your damage cone. It’s guerrilla 
warfare—and it works! 


DEFENSE AGAINST BFG ATTACKS Defending yourself against the BFG pretty 
much depends on your ability to know precisely when it is being used against you. To 
dodge a BFG blast, sometimes it is best to try to stay as close as possible to your 
attacker; this helps you avoid being in the attacker’s damage cone. 

You can also try ducking behind a nearby wall or a solid column. If you can see 
your attacker, simply move so that the column is between you and the enemy. Wait 
for the blast to detonate and die down, and then step out from the column and place 
some ordnance in the opponent’s face. This technique works especially well in DOOM 
IPs Circle of Death level (level 11). 

If you are very close to a BFG-wielding opponent, you can attempt to frag him or 
her before the enemy can get off a BFG blast. When the trigger is pulled, there is a 
slight pause while the weapon warms up. You can use this warm-up period to your 
advantage and stop your adversary dead before the blast is emitted. There is nothing 
more exhilarating than hearing the attacker’s BFG spinning up, closely followed by 
the sound of your enemy’s scream as your shotgun frags him or her first. 

If you are involved in a turning, running, spinning melee in an open area, keep it 
up. Circle and strafe to keep your attacker running in circles so that his or her damage 
cone will not get you. Eventually the BFG will run out of ammo, or you will be able to 
frag the enemy with conventional firepower. This technique works well in the main 
courtyard of DOOM IPs Citadel level (level 19). In this kind of melee, it is nearly impos- 
sible to keep track of the cone (for either you or your attacker), so you are really tak- 
ing a gamble that the turning fight will be to your advantage. But the exhilaration of 
winning that kind of fight is one of the best rushes you can get. 

Another point about defense against a BFG 9000 attack is the preemptive strike. 
The best defense in a Deathmatch game is to pick up the BFG repeatedly so that your 
opponent cannot. The best BFG defense in a Deathmatch 1.0 game is to kill your oppo- 
nent before he gets it. 


USING THE BFG TO KILL WHILE YOU DIE [Ifyou shoot the BFG but you get 
killed before the green bolt hits anything, don’t press the spacebar. You can still kill 
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your opponent with the BFG’s damage cone even after you are dead. (Who says there’s 
no revenge after death?) Damage will continue to radiate from your dead body. If you 
press the spacebar before the BFG green bolt hits anything, then it will do no damage 
to anything it doesn’t hit. 


LONG-RANGE WEAPONS 


Next to the bread-and-butter weapons, those weapons that are more effective against 
longer-range targets are good ones to get your hands on early in a Deathmatch level. 
You might not use these weapons as often as your bread-and-butter weapons, and you 
shouldn’t—but you will find that long-range weapons are frequently helpful in com- 
piling frags and mounting effective offensive strategies. 


Rocket and RPG Launchers 


The rocket launcher in the DOOM games and the rocket-propelled grenade (RPG) 
launcher in Duke Nukem 3D (shown in Figure 5.2) are extremely powerful weapons that 
can inflict a great deal of damage. Bear in mind, though, that rockets are dangerous to 


FIGURE 5.2: The RPG launcher in Duke Nukem 3D fires long-range rocket-propelled 
grenades, for a devastating punch. 


Weapon Strategy 


both you and your opponent. This is one weapon you don’t want to use in close quar- 
ters; you can just as easily frag yourself in the process of using it on your adversary. 

Long-range targets can be taken out effectively with rocket-launching weaponry. 
The area damage when a rocket hits a wall or other structure can be quite substantial. 
Rockets and rocket-propelled grenades can generally frag an opponent instantly, so 
you can conserve your ammo while effectively eliminating opponents. 

If you can learn to use a rocket-launching weapon effectively in tight quarters with- 
out killing yourself, then you can be a most formidable opponent. Just be prepared to 
take some heavy damage as you hone this skill. In wide-open areas, skilled opponents 
can be surprisingly good at dodging rocket barrages; at the higher skill levels of 
Deathmatch, it takes skill and cunning to use rockets effectively. 

The best technique when firing a rocket or RPG at a long-range target is to simply 
lead the target—that is, anticipate where the target will be when the rocket arrives. Another 
effective technique is bracketing, in which you take advantage of your opponent’s rocket- 
dodging ability by firing off several shots—one or two that force the opponent to make 
a dodging movement, plus several follow-up shots toward the direction you anticipate 
the opponent is going to move to make the dodge. 

Rockets are often most effective when you fire them off in bunches, and the best 
way to bunch them together is to fire them in front of you as you run forward. This 
adds your speed to the rocket’s speed. 
(You can learn a lot about physics in 
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games.) This technique becomes even 
more effective if you fire the rockets 
ahead of you as you strafe-run, creating 
a wall of rockets. 


In Duke Nukem 3D, wait in hid- 
ing for your opponent to stand by a trash 
barrel, and then blow up the trash barrel 


with an RPG for an excellent explosion of 


Possibly the single most effective 
use of the rocket launcher is when you 
whip around 180 degrees and, while 
running backward, fire a rocket at an opponent who’s chasing you. The higher rate of 
closing speed between the converging rocket and your opponent will leave very little 
reaction time, giving you an easy frag. 

The rocket and RPG launchers are much more effective when you run toward your 
enemies. Because rockets and grenades can be avoided easily, mostly by strafing, you 
can decrease the distance between each rocket shot significantly by running toward 


trash and guts! 
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your target. Running forward and strafing at the same time creates a wall of rockets. 
This makes them much harder to avoid. 

When defending yourself against rocket launchers, the best thing to do is don’t 
panic. Rockets kill, but they can also be dodged fairly easily. In an open area it’s hard 
to hit a good player directly with a rocket 
or grenade. Use the strafe key as much 
i as possible and calmly watch the rock- 

R " 7 p 7 ets fly by you. Of course, a rocket does- 
Dodgingnaeketssis dikoinyeasy n’t have to hit you to do some damage. 
Be sure to stay in an open area whenever 
possible, and avoid hanging out by walls 
and other structures. 


skill to acquire, but one that requires 
both nerve and a little practice. Rocket 
dodging is one Deathmatch skill that you 
can practice in solo play, thanks to 
DOOM’s Cyberdemon. Find one of the 
dozens of add-in DOOM wads that have 
some manner of Cyberdemon encounter 
in which to practice. The E2M8 level in 
the original DOOM works well for this 
purpose. After a few hours of going one- 


THE SUICIDE FRAG On certain 
occasions, such as when disarming a 
BFG opponent, the suicide frag is dis- 
tinctly in order. When you want to take 
out the enemy with you, a rocket- 
launching weapon is generally the obvi- 
ous choice. Killing your opponent and 
yourself at the same time counts as both 
a positive and a negative frag, so the frag 
count remains even. The advantage to 
this maneuver is that your enemy will no longer possess the BFG, so you are ahead of 
the game. Simply confront your enemy in close quarters with a rocket or RPG launch- 
ing weapon and fire point-blank. 


on-one (or one on many) with these rock- 


et machines, you will have a much better 
feel for rocket-dodging. 


Pipe Bombs 


In Duke Nukem 3D pipe bombs are great for setting traps for Deathmatch enemies. When 
you press the fire key (Ctrl) to use a pipe bomb, you will see Duke (your character) toss 
the bomb outin front of himself (yourself). You will then see a detonator appear on screen. 
To detonate the pipe bomb, as shown in Figure 5.3, simply press the fire key again. There 
is absolutely no distance limitation for detonating a pipe bomb: you can be completely 
on the other side of the level and still explode your pipe bomb. Like the wall-mounted 
laser trip bombs, pipe bombs can be very effective when used against pursuing enemies. 
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FIGURE 5.3: The most explosive weapon available in Duke Nukem 3D is the pipe bomb. 


Pipe bombs, though, are better for attacks against long-range targets and provide more 
explosive power than laser trip bombs. 

Itis possible to drop more than one pipe bomb before detonating them. To do this, 
you must select the pipe bomb weapon each time you want to drop a pipe bomb with- 
out detonating it. Once you’ve thrown the first pipe bomb, press the number 6 on the 
top row of your keyboard and press the fire key again to drop a second pipe bomb. You 
can keep using this method to drop pipe bombs until you’ve dropped the number you 
want, or until you’ve run out. Your maximum pipe bomb storage is 50 pipe bombs. 
Usually just a few placed close together can pack quite a wallop. 


Thunderbolt 


The thunderbolt gun is a popular weapon used in Quake Deathmatch games. This 
weapon is great for long-distance kills. It emits a strange, zigzag energy blast that evap- 
orates life from all it touches. When firing the thunderbolt, stay far away from your 
target. If you are up close with this weapon, you are just asking for your opponents to 
smack you upside the head with shotgun blasts. 
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The best defense against thunderbolt attacks is to strafe from side to side to avoid 
the bolts. By the same token, if you have the thunderbolt gun, strafe side to side to 
sweep up your opponents. Another defense mechanism is to keep yourself on a higher 
or lower level than your thunderbolt-armed opponent. 

Never ever shoot your thunderbolt gun while underwater. The gun will send its 
electric current into the water, killing you instantly, which can be a most embarrass- 
ing way to die—and you don’t want the other players to think you’re both stupid and 
dead, do you? 


RAPID-FIRE WEAPONS 


Your rapid-firing weapons are extremely effective in situations where you must duke 
it out with several enemies at once. Their major drawback, however, is their equally 
rapid consumption of ammo. Rapid-fire weapons also work well for surprise attacks. 
For example, if you can sneak up behind your Deathmatch opponents without their 
noticing you, use your nailgun or chaingun cannon to fill them full of lead before they 
have a chance to turn around. 


Chaingun and Chaingun Cannon 


In DOOM the chaingun is a rapid-fire gun that uses the same ammo as the pistol. 
Similarly, in Duke Nukem 3D the chaingun cannon is the same type of rapid-fire 
weapon that uses its own ammo (see Figure 5.4). Though a bit underpowered when 
compared to most of the other weapons in 3D action games, in skilled hands the chain- 
gun or chaingun cannon can be quite an effective weapon. Ongoing chaingun dam- 
age accumulates quickly, and while you’re being hit with chaingun fire, your own 
movement and aiming become more difficult to control. 

The chaingun fires bullets in quick succession, as long as you hold down the trig- 
ger. Each press of the trigger fires two bullets that take off about 10 percent health each 
when they hit their target. 

It can be harder to aim when you’re being struck by chaingun fire, especially if 
you don’t have a chaingun type of weapon. If you fail to kill your chaingun-wielding 
opponent with a shotgun blast, it is essential to get under cover while your gun reloads. 
That principle is the same for whichever weapon you use to bring your opponent down, 
because he or she is at a definite advantage issuing a continuous stream of ammo. 

The chaingun is easier for beginners to use because it doesn’t actually require 
accurate aim. You just need to keep the fire button held down, and then try to follow 
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FIGURE 5.4: Duke’s rapid-fire chaingun cannon can be used to mow down opposing Dukes. 


your opponent’s movements. It is also a good weapon to finish off your opponent when 
he or she is almost dead and is trying to run away. 


Nailgun 


When playing Deathmatch in Quake, the nailgun is good for long-range targets, espe- 
cially if you have a lot of nails. This weapon is a good deal like the chaingun in DOOM 
or the chaingun cannon in Duke Nukem 3D. Instead of bullets, it shoots nails in rapid 
fire, and like its equivalents in those games it consumes a lot of nails very quickly. 

When using the nailgun in Quake or the chaingun weapons in the other games, 
it is a good idea to use the mouse to track your opponents while spraying rapid-fire 
ammunition into them. This method works best in open areas. In closer quarters, your 
only alternative is to square off directly and fight. 


SUPER NAILGUN Thesuper nailgun is an enhanced nailgun weapon that is avail- 
able when playing Quake. It consists of four cyclic barrels that hose out spikes like 
crazy. This weapon can be used quickly, and it has deadly accuracy. Like the other 
rapid-fire weapons discussed previously, the major drawback to the super nailgun is 
that it uses up ammunition at an alarming rate. 
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The Plasma Rifle 


Another powerful weapon found in DOOM and DOOM II is the plasma rifle. This 
weapon uses plasma energy cells to liquefy your opponents. Offensive strategy with 
the plasma rifle is similar to that with the rocket-launching weapons. Like rockets and 
grenades, plasma shots are much more effective when you run toward your target. 
You never want to hit your opponent with just one plasma cell. Pack the cells together 
by running forward as you shoot, so that, if one cell hits your opponent, the next five 
or six cells will hit him or her at the same time. Unlike rockets, your plasma shots pose 
no threat to yourself. This makes the plasma rifle a supremely effective weapon in 
close combat as well as long-range situations. 

The plasmarifle is a great weapon for beginners. It is powerful yet fast, and it fires 
plasma blasts about as fast as a chaingun fires bullets. Each blast, however, is twice 
as damaging, doing 20 to 25 percent damage. It is best to try and conserve ammo and 
not shoot this weapon continuously. Otherwise, you’ll find yourself out of ammo in 
no time. Try to shoot quick, short bursts instead of long continuous streams. 

Just like in defense against the rocket launcher, don’t panic when your opponent 
fires the plasma rifle. Most players fire the plasma rifle randomly. By doing this, it 
makes it very hard for them to see what 
they are shooting at. Turn this vision 


NOTE impairment into your advantage. Take 


On slower computers (486 steady aim with the shotgun, and take 
DX2/50 and slower), the plasma bullets your enemies down. It feels good to take 
tend to cover up the screen too long, out opponents with a less-powerful 


which blocks your view. On faster com- weapon than the one they're holding. 
The plasma gun takes more skill to 


use effectively than it first appears. 
Because of how blinded you can be 
when firing it, it’s easy to think you are hitting a target that you are actually missing. 
Meanwhile, your stream of plasma indicates to your opponent where you are. The 
most effective use of plasma is when you can make a straight-on run at your oppo- 
nent while firing a stream of bullets ahead of you. This will significantly increase the 
speed of the plasma you fire. If you work it right, by the time you reach your enemy, 
the whole stream will arrive virtually at once, leaving the desperate fool with no options 
but death. 


puters, this is not a problem. 
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THE JUICE CYCLE 


What Deathmatch players call the juice cycle is the amount of time it takes for items 
to respawn in a Deathmatch game. The key is to time the respawn cycle of the juicier 
item, hence the name. It takes some experience, but after playing Deathmatch for a 
while most players develop a sense for when an item will respawn. 

The Dead Simple level in DOOM II has one BFG and two megaspheres, plus an oppo- 
nent who knows that the juice cycle of these items is nearly impossible to beat. You will 
be a dead duck if you play against some- 
one who knows the juice cycle of this 


level. A knowledgeable opponent will | 


consistently pick up the juicy weapons In a Deathmatch game, you 


and annihilate you! can use items to follow your opponents’ 

Most Deathmatch levels that have a course. When chasing your adversaries, 
known juice cycle can be boring, and you can sometimes tell which fork in a 
this is a point of strategy that’s best kept hallway your opponent took by which hall 
to yourself. If you know where the items has items missing. 


are that do not respawn, grab them right 
away. If there are four invisible spheres 
on a DOOM level, for example, and you are positive that your opponent is not going 
to find them, take all four of them. You will not remain invisible any longer than if you 
grabbed just one of them, but none of these spheres will remain for your opponents 
to use against you! 


INVENTORY STRATEGY 


You might not want to spend a lot of time deliberating over strategy in picking up and 
maintaining an inventory of power-ups—items that can enhance your power or per- 
formance. Instead, you will probably prefer to just pick up every item right when you 
reach it. This is a valid playing-style preference. If not for your own benefit, you at 
least keep the other players from acquiring the power-ups you find. 

Still, there are some levels and situations where you really do need to think ahead. 
Always be judicious, for example, when you see an invulnerability or invisibility sphere, 
as found in DOOM or DOOM II. These items provide invisibility and invulnerability for 
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a limited time. There is almost always a better time to use them than immediately, an 
instance when such items will be particularly effective. 

The following sections cover power-ups that can be found in popular 3D action 
games like DOOM, Duke Nukem 3D, and Quake. You can use these items for a vari- 
ety of reasons, such as replenishing health, being able to walk through toxic slime, or 
getting airborne. Except for health power-ups, you must have most power-up items in 
your inventory to be able to activate them and use them. 


HEALTH ENHANCING POWER-UPS 


Itis a good idea to be efficient in your use of health power-ups. Picking up a large med- 
kit when you are at 97 percent health is a considerable waste because you only gain 
3 percent in health status, which wastes the other 22 or 27 percent that the large med- 
kit can provide, depending on which game you're playing. Grab a large medkit when 
you have more damage, so that you don’t waste its health-boosting benefit. You can 
afford to take 22 percent damage, for example, and still end up with 100 percent health 
after picking up a large medkit in either DOOM or Duke Nukem 3D. Likewise, you ben- 
efit more from using a megasphere (in DOOM) or atomic health unit (in Duke Nukem 
3D) at 25 percent health or at 90-100 percent health than you do at 190 percent health. 


Medkits and Stimpacks 


Maintaining a sufficient health level is pretty straightforward. Gathering health replen- 
ishing power-ups such as medkits and stimpacks is a necessity during game play. The 
amount of health you have determines how much damage you can take before you 
die. At 0 percent health you die, and you start the game over from the beginning, with 
just a pistol or your fist. Losing health does not affect your running speed or affect 
your ability to aim or fire. 

Single health units typically increase your health by 1 percent increments, the 
small medkits in Duke Nukem 3D and stimpacks in DOOM and DOOM II increase your 
health by 10 percent, and the large medkits in both games increase your health by 25 
or 30 percent, depending on the game. 


Berserk Packs 


A berserk pack will bring your health back to 100 percent in DOOM or DOOM II. 
The berserk pack also boosts your adrenaline, which bulges your muscles when you go 


Inventory Strategy a 


berserk. This enhanced strength allows you to tear your opponents apart with your bare 
hands. You will automatically be equipped with your fists after picking up a berserk pack. 


Atomic Health Unit 


The atomic health unit looks like.a blue spinning atom cluster (see Figure 5.5). This 
power-up will boost your health by 50 percent. Unlike medkits, which will boost your 
health status only up to a maximum of 100 percent, the atomic health unit will boost 
your health beyond 100 percent and up to a maximum of 200 percent. 


Blur Artifact 


The blur artifact is a curious orb that allows you to become almost entirely invisible in 
DOOM and DOOM II. Except for your eyes, you cannot be seen by the other players. The 
other players can still see your eyes floating around as you kill, but the fact that the rest 
of you is invisible makes it very difficult for your opponents to do much damage to you. 
The effects of the blur artifact only lasts for 60 seconds, so you have to act quickly to 
take full advantage of this condition against your Deathmatch opponents. 


> 15-200 


FIGURE 5.5: The atomic health unit provides a substantial boost to your health status in 
Duke Nukem 3D. 
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Pentagram of Protection 


The ultimate item to acquire when playing Deathmatch levels in Quake is the penta- 
gram of protection. When you are using the pentagram of protection, you are invul- 
nerable! Nothing can hurt you. If you are under its power, go for the kill and frag any 
and all opponents in your view! This is not acommon item, so if you know where one 
is hidden, use it when you know of an area where ten opponents are fighting. In most 
Quake Deathmatch levels, there are common areas where everybody comes to fight. 
These are big open areas that are usually most suitable for all-out donnybrooks. If 
you’re lucky enough to be able to use the pentagram of protection, do so and run into 
these fighting areas, blasting away. 


Armor 


Many beginning players ignore the value of armor, and often neglect to pick it up. But 
armor can save your life. In DOOM, green armor can help you survive a gun blast to 
emerge with a frag, while blue armor can completely change the balance of a level by 
reducing the effectiveness of the super shotgun. 

Armor is like a protective coating for your character. Picking up an armor effec- 
tively doubles your ability to take damage because for every hit you take, half the dam- 
age is taken by your armor. If there is any remainder, it reduces your health status. 

For example, if your health status is at 100 percent and your armor status is also 
at 100 percent, a hit that would ordinarily reduce your health by 15 percent will reduce 
your health status only 8 percent and your armor status by 7 percent. Armor is only 
as good as is your health. When you’re down to 5 percent health, 100 percent armor 
will do you no more good than 5 percent armor because damage is always taken 
equally from both armor and health. In this case, even damage that causes a 10 per- 
cent reduction will exhaust both your armor and your health. 

You might think of armor as an extension of your health, up to your total health. 
With multiple hits, your health will be depleted faster, because remainders in hits that 
do an odd-numbered percentage of damage are taken off your health. 


PERFORMANCE-ENHANCING POWER-UPS 


While health-enhancing power-ups help to keep you alive and well enough to fight 
your way through a level, there are other power-ups that can enhance your overall 
performance by equipping you for some of the environmental hazards that Deathmatch 
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levels have to offer. In most 3D action games there are a variety of toxic or poisonous 
traps that can severely damage your health status if you are not equipped properly. 
For example, in Duke Nukem 3D you must often traverse toxic canals, underwater sec- 
tors, and boiling lava rivers. Thankfully, the game provides a number of power-ups 
that can protect you when you must mobilize yourself through these precarious situ- 
ations or do battle in them. Some of these kinds of power-ups that are available in 
Duke Nukem 3D are shown in Figure 5.6. 


Backpacks 


When playing Deathmatch in DOOM or DOOM II, pick up backpacks when you see 
them because they allow you to carry more ammunition. The more ammunition you 
can carry, the better your chances of living through a shootout with your opponents. 
You'll also be able to load extra ammo in your weaponry when carrying a backpack. 


Jetpacks 


When playing Duke Nukem 3D, the jetpack can be a most helpful power-up to acquire. 
It looks a lot like a silver backpack, but it allows your Duke character to take to the air 
and get to otherwise impenetrable areas. You can also shoot at enemies from the air to 
add airborne strategy to your offensive. The jetpack has a limited amount of time that 
you can use it to fly. You can also turn the jetpack on and off when you have one in your 
inventory. One warning: If you happen to run out of jetpack fuel while you are flying at 
high altitudes, you will fall to either heavy damage or death. 


FIGURE 5.6: In Duke Nukem 3D your inventory can include several power-ups that equip you 
for environmental hazards. 
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Night-Vision Goggles 


Night-vision goggles (NVG) are a special set of goggles you can use when playing Duke 
Nukem 3D to see better in dark areas. In DOOM and DOOM II light-amplification gog- 
gles are the equivalent device for seeing in dark areas. These devices allow you to see 
in the dark by brightening objects, such as opponents, that would otherwise be very 
difficult to see in the surrounding darkness. Like the jetpack, NVG have a limit on the 
amount of time you can use them, but they can be turned on and off when you have 
a set in your inventory. The effect of the light-amplification goggles only lasts for about 
120 seconds, so make sure you pick them up and use them fast. Always remember to 
use your NVG (if you have them) when you enter a darkened area. In Duke Nukem 
3D, sometimes you’ll see helpful messages written on tunnel walls that you cannot 
see without the aid of NVG. 


Holodukes 


A holoduke is a hologram likeness of Duke Nukem that you can use as a decoy when 
playing Duke Nukem 3D. When the holoduke is active, a duplicate of your Duke char- 
acter will stand up wherever you place the holoduke. This holoduke will not fire or 
move. It just stands there, providing a great decoy for your traps. Enemies will go after 
your holoduke instead of coming after you, if you have placed the holoduke closer to 
the enemies than you are without their knowing. The holoduke also has a limited lifes- 
pan, which can be turned on and off while it remains active. Once you’ve used all the 
holoduke’s time, you have to find another holoduke to be able to set another decoy 
trap. If you are playing Deathmatch, you can wait for 30 seconds and get another holo- 
duke from the exact same location in which you found the first holoduke. 


Steroids 


When you play Duke Nukem 3D, steroids appear in a small brown pill bottle. While 
steroids are not recommended for people in the real world, in Duke Nukem 3D steroids 
can make your Duke character temporarily faster, more powerful, and more impervi- 
ous to damage. The effect of the steroids is limited to a very brief period of time, and 
once they are activated, the steroids cannot be turned off. When the effect of the 
steroids runs out, you will have to find another bottle of steroids to benefit from their 
temporary strength-enhancing powers. A good time to activate the steroids in your 
inventory is just before you enter an area where you know you will confront several 
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enemies at once. The extra power the steroids will give you lets you sustain more hits 
as you take on multiple attackers. 


Spheres 


DOOM and DOOM II feature a power-up called the sphere. Keep an eye out for three 
kinds of spheres: the health sphere, the soul sphere, and the megasphere. The mega- 
sphere is only available in DOOM II, and it offers you 200 percent health. It also raises 
your armor status to 200 percent. The health and soul spheres also offer boosts to your 
health rating—up to 200 percent in 100 percent increments. 


Scuba Gear 


Many levels in Duke Nukem 3D contain underwater sectors, which are areas that quite 
realistically represent being underwater. Even Duke’s movements slow a bit to simu- 
late the difference in surrounding pressure between being out of water and underwa- 
ter. If your Duke character takes to the water without any breathing equipment, health 
status will soon begin to decline and will continue to decrease the longer you remain 
in the water. Remain underwater long enough and you can take your health status 
down to zero, which will kill you. 

With scuba gear in your inventory, you can have your Duke character traverse 
underwater sectors without sustaining any health damage. The scuba gear looks like 
a backpack with two orange-yellow air tanks attached to the back of it. Like the jet- 
pack and NVG, scuba gear has a limited time period in which you can use it. A nice 
feature of the scuba gear, however, is that it activates automatically whenever you go 
underwater and then shuts off automatically whenever you surface. When you're under- 
water with a scuba gear, you can move about the underwater sector and battle other 
underwater opponents. 


Boots 


Another protective power-up you can 
acquire when playing Duke Nukem 3D 
is a pair of boots that allow your Duke 
character to traverse toxic, green, 
radioactive sludge canals or rivers of hot 
lava. If you enter these kinds of sectors without the boots, your health status will drop 
drastically, and you will die in no time at all if you don’t get out of the toxic slime or 
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lava flow. Like the scuba gear, the boots activate automatically whenever you walk 
into a toxic slime canal or river of lava. The boots also have a limited time period in 
which you can use them. When the time limit runs out, or if you don’t have the boots 
in your inventory, walking into toxic sludge or boiling lava will take your health sta- 
tus down very quickly. 


Radiation Suits 


In DOOM the equivalent to the boots in Duke Nukem 3D is the radiation suit, which 
allows you to wade through radioactively toxic canals and pools. The suit’s effect only 
lasts for 60 seconds, so you have to cross those toxic sectors as quickly as possible. 
When you put on a radiation suit, your screen view takes on a green tint; as the suit’s 
effects begin to wear off, the green tint will flash to let you know that your protection 
is just about over. 


Quad Damage 


This cool-looking power-up, available in Quake, allows you to inflict damage from 
your weapon at four times the strength that your weapon normally inflicts. If you’re 
using the shotgun, for example, having the quad damage will cause your shots to inflict 
28 points of damage instead of the normal 7 points. If you find the quad damage power- 
up, immediately hunt down your enemies and take out as many as you can before the 
effect wears off. The quad damage power-up only lasts for a limited time period, so if 
you’re powered up, use it to its fullest potential. 


SOME DEATHMATCH MOUSE TIPS 


Although it can be difficult to learn to use the mouse smoothly and effectively for both 

moving your character and aiming and shooting at opponents, in the long run you'll 

want to become comfortable with using 

the mouse. Most expert Deathmatch 

R players favor using the mouse along 

If you want your character to with the keyboard over using the key- 

run all the time, go to preferences and board exclusively. Once you’ve become 

select the Caps Lock key as your run comfortable using the mouse, you will 

mode key. find that your performance in Deathmatch 
levels will improve dramatically. 
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Practice your aiming technique with the shotgun weapon. Use the A key for straf- 
ing left, the S key for running, and the D key for strafing right. If you are right handed, 
you can control these keys with your left hand and then use the mouse with your right 
hand to move forward, shoot, and aim. The C key can also be used with your left hand 
to back up your character, and of course the spacebar is used as your use key. This 
setup strategy allows you to use both hands to control your player’s actions, and it 
allows you to think about your moves separately from the shooting action. Of course, 
if you’re left handed, you can set up the K, L, and ; (semicolon) keys to perform the 
same respective operations as the A, S, and D keys. Likewise, you can set up the , 
(comma) key to perform the back-up movement. 


Mouse Sensitivity 


Many players make their mouse as sensitive as practicable, but there is no hard and 
fast rule other than to try to find what you like. Two factors affect your mouse sensi- 
tivity: your DOS mouse driver, and the mouse sensitivity option generally found under 
the Options menu within the particular 3D action game. Experiment with different set- 
tings on both to find the sensitivity with which you are most comfortable. 

It a good idea to find a sensitivity you like and stick with it. Just be aware that 
playing with your mouse sensitivity might impact your game slightly—or signifi- 
cantly. However, because modem games often vary widely from Deathmatch to 
Deathmatch, you might need to change this option slightly between games just to get 
the feel you prefer. 


Vertical Sensitivity 


One option favored by many expert Deathmatch players is to turn off their mouse’s 
vertical sensitivity. This causes side-to-side mouse motions to turn you, but not move 
you, which makes it much easier to maneuver on ledges and cliffs. When vertical sen- 
sitivity is turned on, moving on ledges and cliffs, in particular, with the mouse can be 
quite difficult. By editing a line in the Microsoft mouse driver (the mouse. ini file) as 
follows, you can turn off vertical sensitivity: 
vertical sensitivity=0 

You have to use what you are comfortable with, but turning off vertical sensitiv- 
ity is highly recommended, especially for Deathmatch play. If you find it uncomfort- 
able at first, it will be worth it to suffer through the transition period, and you will be 
glad you stuck with it. 


117 


118° CHAPTER 5 Deathmatch Weaponry and Power-Ups 


Sergeant Hulka Says 


Well, soldier, you should now have a clear 
understanding of most of the popular weapons 
used in many of the 3D action games for 
Deathmatch play. You've learned the basic 
operation of these weapons, and you now have 
some killer tips on how to use the weapons 
offensively, as well as to defend yourself against 
their awesome power. The best weapon for 
each game depends on a lot of factors, 
Private—but you want to stick to the weapon 
that serves you best in your chosen 3D action 
game. | didn’t rise to the rank of sergeant for 
nothing. If you'd like to know my personal 
weapon preferences for Deathmatch contests, 
they're the super shotgun in DOOM II, the RPG 
launcher in Duke Nukem 3D, and the rocket launcher in Quake. But preferences differ from 
grunt to grunt; so, soldier, go ahead and experiment to see which weapon works best for 
you. Just don’t get yourself fragged too many times by being too selective! 
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f you are new to Deathmatch, you might not be aware that there is a difference 
between a regular DOOM level and a Deathmatch level in DOOM. Very few of the orig- 
inal levels in DOOM are good Deathmatch levels. Almost all Deathmatch games take 
place in external levels written specifically for Deathmatch. Deathmatch levels tend 
to be smaller than single-player levels, and they often have more liberal weapon dis- 
tributions. A well-designed Deathmatch level usually has more than one way in and 
out of each area. For DOOM, there are better external Deathmatch levels that are usu- 
ally played in Deathmatch tournaments by members of Internet Deathmatch groups. 
This chapter will take a look at the kinds of levels that make better Deathmatch lev- 
els, provide information on where Deathmatch Internet groups are, and tell you how 


to get more information about joining them. 


INTERNAL DEATHMATCH LEVELS 


In general you will find that the newer 3D action games contain internal levels that work 
well as Deathmatch levels. An internal level is a level that comes with the shareware or 
registered version of the game. Because Deathmatch play became popular after the release 
of the original DOOM, only a few of that game’s internal levels work well as Deathmatch 
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levels. Although DOOM does have internal levels that work well as Deathmatch levels, 
it’s important to note that the game was not designed with Deathmatch play in mind. 

Anexternal level, by contrast, is a level designed by (usually) an independent player, 
one that you can download from a bulletin board system, the Internet, or an online ser- 
vice such as CompuServe or America Online. Usually these external levels are designed 
with Deathmatch in mind and are’actually better than most internal game levels. 


Sergeant Hulka Says 


Now listen up, Private! You've been trained 
to use the weapons, employ the tricks, and craft 
strategies to defend and annihilate 
Deathmatch opponents. Use that knowledge 
wisely as you explore uncharted Deathmatch 
levels. The time has come for you to prove your 
abilities as a quality Deathmatch opponent. Are 
you up to the challenge? Now is the time to find 
out. Get into Deathmatch levels and show what 


you're made of, soldier! 


This section will cover various tips for playing internal Deathmatch levels in DOOM 
II, Duke Nukem 3D, and Quake. These tips are not necessarily level specific, and can 
actually be used in any internal or external Deathmatch level. Because DOOM II doesn’t 
have internal levels that were specifically designed for Deathmatch, you will never- 
theless take a look at the two most popular levels among Deathmatch players. 


INTERNAL DOOM // LEVELS 


When DOOM II was designed, the levels were written with more puzzles geared toward 
single-player game play. With the growing popularity of the multiplayer, Deathmatch 
approach to 3D action games, id Software and other game designers, such as 3D Realms, 
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designed their next games from a Deathmatch approach. In fact, it is very likely that 
these game designers designed all their games’ levels with Deathmatch in mind, and 
then went back and added the single-player aspects to the game before releasing their 
products. In the 3D action gaming industry, new releases are often late getting to prod- 
uct shelves. It’s quite possible that the programmers who designed Duke Nukem 3D 
and Quake had so much fun playing Deathmatch while working out all the kinks that 
they delayed release of the software because they didn’t want to stop playing long 
enough to add the single-player information. Deathmatch can be very addictive! 

The most common internal levels used for Deathmatch in DOOM II are level 1, 
The Entryway, and level 7, Dead Simple. These are very small, basic levels with lots 
of running room and power-ups available. You can apply the strategy discussed in the 
basic training chapter during your Deathmatch showdowns in these levels. These tac- 
tics can be used in any other 3D shoot ’em up game that provides the same kind of 
power-up locations, weapon locations, and hiding areas. 


Level 1: Entryway 


If you’ve played DOOM II in single-player mode, then you probably know this level 
very well, given that it is the first level of the game in both the shareware and regis- 
tered versions. Ironically, this level also makes a great Deathmatch level, mainly 
because the level is small; it has a good cache of weapons and power-ups; it provides 
a familiar, rather uncluttered environment for you to run around in; and it is well 
known by most other gamers. Experience alone goes a long way in making this level 
quite desirable for Deathmatch players. Most players had to cut their teeth on this level, 
so its familiarity makes it a good basic Deathmatch arena. Everyone playing knows 
where the power-ups and the weapons are, which makes the playing field even—it’s 
every player for themselves! 

The first item you should consider when playing this level is your starting loca- 
tion. If you know this level well, then you know it’s possible to start in the hidden 
cover at the level’s single-player starting point. Although Deathmatch starting points 
are random, you can toggle through all the available starting points when you start 
the level. When you die, you’ll respawn at one of the Deathmatch starting points, and 
you never really know which one you’re going to see next. All four of the starting points 
on this level are shown in Figure 6.1. 

This is a perfect example of your boot camp training. Know your Deathmatch start- 
ing points, soldier! If you’re not hasty, you can back up, instead of running over the 
edge, and pick up a BFG 9000, a rocket launcher, a shotgun, and a chainsaw, as shown 
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FIGURE 6.1: The starting points for The Entryway level in DOOM II are marked here with Xs. 


in Figure 6.2. In this Deathmatch starting position, you can see the items waiting for 
you to pick up. 

Figure 6.3 shows the position within the level of the same Deathmatch start loca- 
tion shown in Figure 6.2. You can also hide in this spot and nail people when they run 
into the empty room ahead of you, or you can wait behind this Deathmatch starting 
point and blow them away with the rocket launcher when they respawn. 

Another effective technique you can use on this level is the sneaky block, which 
was described in Chapter 4. As shown in Figure 6.4, you can see where one of your 
opponents can hide in the cove above you. To perform the sneaky block, sneak down 
below the cove and move up against the wall to block his or her jump. This move only 
works well in DOOM and DOOM II, since newer 3D action games like Quake don’t 
really provide adequate opportunities for this sneaky block strategy. 

When you are ready to attack, flip the switch to bring your opponent down to your 
level, and then nail the unsuspecting enemy with the plasma gun. This is a sneaky 
move, but all’s fair in Deathmatch! 

There are also a shotgun and a chaingun on this level. You'll find a nice mix of 
health-enhancing power-ups scattered all over this level. You’ll want to pick these up 
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FIGURE 6.2: You can see the bevy of items you can pick up at this Deathmatch starting point. 


FIGURE 6.3: The Deathmatch start position in The Entryway for the location shown in 
Figure 6.2. 
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FIGURE 6.4: Here’s an excellent situation in which you can employ the sneaky block strategy 
in a DOOM II Deathmatch contest. 


as needed—and always remember to keep your health up at all times, never letting it 
get too low. 


Level 7: Dead Simple 


Dead Simple is a very small, circular level with plenty of powerful weapons and an abun- 
dance of power-up items like the invisibility sphere and the megasphere. Figure 6.5 shows 
the level’s inner circle and an invisibility sphere dead ahead. The megasphere will give 
you 200 percent health. 

In DOOM II there are a variety of artifacts, or spheres, which are power-ups that 
provide you with temporary performance-enhancing powers or health benefits. There 
are really no special circumstances or challenges to obtaining these items on this level, 
other than running in a circle and avoiding your opponents’ gunfire as you collect 
them. Use the inner and outer walls to your advantage by running between them. Two 
strategies discussed in previous chapters that work well on this level are the juice cycle 
and the vulture frag. 


(128) CHAPTER 6 Great Deathmatch Levels 


FIGURE 6.5: DOOM II's Dead Simple level is circular and well stocked with power-ups, 
including this invisibility sphere. 


In the situation shown in Figure 6.5, the Deathmatch player seeing this view should 
try to pick up the sphere, and then run past the opponent up ahead and to the right 
while filling the unlucky chap full of bullets. The player who’s got his or her back 
turned is a sitting duck. This is an example of a Deathmatch situation that true gamers 
drool over! 

Use invisibility to your advantage in this level. Try to get to the invisibility spheres 
before your opponents do, and then you can play this level, while barely being visi- 
ble. Recall the juice cycle for respawning items. The trick here is to time the juice cycles 
of these power-ups to consistently pick up the invisibility spheres as you need them. 
If you get this strategy down pat, your opponents will rarely see you throughout the 
match. While you remain invisible, you can of course rack up the frags! 

If you time it just right, you can also get outside the main oval and pick up the 
megasphere too. The big weapons can be found on the outside oval as well, so you’ll 
want to time your run to pick up a few invisibility spheres and then weapons, in addi- 
tion to health power-ups, and then scoot back inside to the inner oval to get more invis- 
ibility spheres. Use your skill of running and shooting skills to frag your opponents 
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while you stay invisible. Whoever owns the invisibility spheres on this level is typi- 
cally the winner. 

Also, because there is an open area in the middle of this level, along with plenty 
of hiding spots, you can use the vulture frag to help you win on this level. Watch the 
entire battle from your hiding spot and wait until one of your opponents drops dead. 
Very likely the survivor's health status is low, and he or she must find some health 
power-ups to continue. You can use this golden opportunity to sneak up behind and 
blow the unlucky winner away. As discussed in Chapter 4, this is called the vulture 
frag because you remain out of sight, waiting like a vulture for your prey. In Figure 6.6 
you can see how hiding and waiting for one of these two to die can be used to your 
advantage, especially if the survivor doesn’t see you. 


INTERNAL DUKE NUKEM 3D LEVELS 


Duke Nukem 3D added quite a few elements to its internal levels that make playing 
Deathmatch in Duke Nukem 3D much more exciting than earlier 3D action games like 
DOOM. Duke Nukem 3D was designed with Deathmatch in mind, and that’s why you'll 
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FIGURE 6.6: From this vantage point you are the vulture about to nail the survivor who just 
fragged the other opponent. 
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find such elements in the levels as monitors, water resources, NVGs, jetpacks, holo- 
dukes, and smaller levels. 

Examples of smaller levels that are well-suited for Deathmatch in Duke Nukem 3D 
are The Spin Cycle in Lunar Apocalypse (level 10 in episode 2), Tier Drop in Shrapnel 
City (level 10 in episode 3), and Hollywood Holocaust in L.A. Meltdown (level 1 in 
episode 1). These three levels are not the only good internal levels in Duke Nukem 3D 
for Deathmatch play; in fact, any level in Duke Nukem 3D can be used for Deathmatch 
play. These three are generally more preferred because of their size, though you can play 
Deathmatch in any of the more expansive levels. 

The compact sizes of Tier Drop and Spin Cycle, as well as the ability to enter and 
leave areas from many different locations, make these two internal Duke Nukem 3D 
levels awesome Deathmatch levels. The 
weapons found on these levels while 

R playing Deathmatch are more plentiful 

When playing Death ndichiin and placed in different spots. As noted 
earlier, the main difference between a 
any Duke Nukem 3D level, be sure to 
° regular level and a Deathmatch level 
make use of the security monitors that 


are scattered throughout many of the lev- SS Garay on placement of its 
weapons and power-ups. Because some 
els. These screens let you covertly watch 
$ A of the power-ups respawn, you are able 
your opponents from a hidden or slightly 3 í 
p to replenish your health more readily 
secluded area. When you move in close Eni lering th 
to a monitor, press the spacebar to acti- oan YOWE paying Me game-asa 
EN single player. 
vate viewing and to see another area $ 
‘ Although the particular levels men- 
elsewhere in the level. When you press x k 
; tioned here do not contain many dark 
the spacebar again, you will see another è e 
: È areas that would require the use of night- 
area in the level. You can continue to m 7 
vision goggles, using NVGs nevertheless 
press the spacebar to cycle through all 
z : i allows you to tell whether an opponent 
the views available for that monitor. à z i T 
in your immediate area is a holoduke or 


not. While wearing NVGs, holodukes 
appear in a shade of green. If you see a holoduke, and you didn’t place it where you 
see it, proceed with caution; you could be about to step into a trap. 

Use the environments of these levels to hide and wait for opponents in certain sit- 
uations. Many levels like Spin Cycle feature secluded areas where you can hide and 
wait for your opponent to enter your immediate area. Stay hidden for as long as you 
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can as your enemy runs toward you, and hold your fire until right before you’re spot- 
ted. (See Figure 6.7.) 

Important things to watch out for when playing Deathmatch in Duke Nukem 3D 
levels are special markers, which are little spinning nuclear symbols. As you can see in 
Figure 6.8, these icons represent loca- 
tions for weapons and power-ups that 


have been snatched up recently by your "NOTE 


opponents. If you see a bunch of mark- 
i he You must have the markers 

ers in a specific area, you know that one å S 

ene activated in your game setup to be able 
of your opponents has visited that loca- 
tion and cleaned it out. Be wary; the con- 
fiscator could have grabbed the items 
and hightailed it out of the area, or he or she could be waiting right around the corner. 
Always use caution when you see these special markers. Danger could be imminent. 
On the other hand, they also tell you where something worthwhile might soon respawn. 


to see them. 


FIGURE 6.7: Hide in the shadows of the architecture to surprise some enemies. 
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FIGURE 6.8: Keep your eyes out for these markers, which show you where items were recently 
snatched up. 


Episode 1, Level 1: Hollywood Holocaust 


Like The Entryway in DOOM II, Hollywood Holocaust is perhaps the most familiar 
level in Duke Nukem 3D because it is the first level you encounter in both the share- 
ware and registered versions of the game. In addition to its compact size, familiarity 
makes this level a great one for Deathmatch play. 

The map shown in Figure 6.9 shows the compact size of Hollywood Holocaust 
and indicates just how rich in weapons and power-ups this initial Duke Nukem 3D 
level is. And in a Deathmatch situation, substantial health-replenishing power-ups 
(like the atomic health unit) can respawn, so that it can be used more than once to 
boost your health dramatically—especially after an intense battle. 

This level also provides you with some strategic sniper locations. The secret apart- 
ment above the street corner in the southwest part of the level has several windows from 
which you can nail unsuspecting opponents. The bachelor’s pad above the movie the- 
ater is also a good sniper location, and in addition is grossly stocked with heavy-damage 
weaponry. You can also find a good sniper location in the theater’s projection room. 

Whenever you play Deathmatch in a Duke Nukem 3D level, be aware that there 
are a variety of ways to replenish your health in addition to medkits and atomic health 
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FIGURE 6.9: Hollywood Holocaust’s compact size, plus its plethora of weapons and power- 
ups, makes it a classic Deathmatch level. 


units. Various water resources such as water fountains, hydrants, and toilets are great 
for beefing up your health status where medkits or atomic health units are not read- 
ily available. 

As was discussed in Chapter 5, busted toilets can provide 10 percent health by 
drinking out of them. Hollywood Holocaust’s theater has a large bathroom that pro- 
vides several toilets. To use a toilet to replenish health, move your character in front 
of the busted toilet and press the spacebar. Be careful while drinking from toilets; they 
require more time than just picking up a medkit or atomic health unit, and you don’t 
want someone to sneak up on you while you’re drinking. You can replenish health in 
the same manner using busted fire hydrants and water fountains, but only by 1 per- 
cent increments per drink. 
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Episode 2, Level 10: Spin Cycle 


The Spin Cycle level has a rotating outer circle. The centrifugal force of the spinning band 
in Spin Cycle offers its own unique challenge for you—as well as to all of your oppo- 
nents! When you step onto the spinning band, you’ll feel the effects immediately. 
Movement will seem twice as hard, as though you weighed twice as much. This force 
will affect your weapons’ firepower and projectiles as well, which means you’ll have to 
compensate for your acceleration as you aim and fire at your opponents. Keep that in 
mind while playing Deathmatch in Spin Cycle. Since Spin Cycle doesn’t feature any secret 
passageways or hidden chambers, you’ll need to stay out of view of your opponents and 
keep moving around the rotating band, weaving in and out of the inner circle. 

You can use the inner circle as cover (see Figure 6.10) while waiting for your oppo- 
nents to come to you. This is a great tactic, but don’t rely on it too heavily. Use this 
tactic from time to time, or you’ll become very predictable and you’ll blow the ele- 
ment of surprise. 

If you have trouble hitting your targets in Spin Cycle, try turning on your crosshairs. 
The G forces created by Spin Cycle’s rotating outer band can throw your aim off, and 
the crosshairs can help you with leading your aim and nailing your opponents. This 


FIGURE 6.10: Use Spin Cycle’s inner circle to take cover from time to time. 
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little aiming device allows you to target your opponents with much deadlier accuracy. 
You can use the crosshairs to rake your targets with hot lead! Notice the proper use of 
the crosshairs in Figure 6.11. The shot is off to the left of the victim, but if you turn 
quickly to the right, you can stop the crosshairs on your opponent’s head and give the 
unlucky soul a quick, bullet-filled frag. 

In Spin Cycle, the inner circle ground doesn’t spin. You can use this as your run- 
ning ramp to run in the opposite direction of your opponents. You can also stand still 
while they spin right past you. When you see them spinning by, make sure you plug 
a few bullets into their butts. 


Episode 3, Level 10: Tier Drop 


As unique as Spin Cycle is in its configuration, Tier Drop is another compact level that 
works quite well for Deathmatch play. As you can see in Figure 6.12, which shows two 
of the four tiers, there are four holes or wells located on each tier. Three of these wells 
lead to different tiers; which tier each conducts you to really depends on which well 
you drop down. 
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FIGURE 6.11: Make use of your crosshairs for more accurate aiming. 
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FIGURE 6.12: Tiers One (Alpha) and Four (Delta) shown here 
indicate the general structure of Tier Drop’s four tiers. 


Each tier has a different 
look and feel, despite the 
symmetry among all four. 
However, each is well stocked 
with weapons, ammo, and 
power-ups. Each has a central 
structure that can be used for 
cover or a target for oppo- 
nents who are using it to take 
cover. Your strategy in this 
level should be very similar to 
that used in Spin Cycle. 
Basically, you’ll want to keep 
moving around each tier’s 
perimeter to pick up all you 
can, while gunning down any 
intervening enemies. 

Be wary of campers 
when playing Deathmatch in 
Tier Drop. The four wells in 
the corners are a camper’s 
paradise. Hop into a well, 
and you could very likely 
emerge on another tier face 
to face with a camping oppo- 
nent. The only thing you can 
do is be prepared each time 
you hop into a well to go to 
another tier. Lobbing a few 
pipe bombs down the well 
first is not a bad idea, either, 
if you suspect that an enemy 
might be camping at the 
other end. 
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INTERNAL QUAKE LEVELS 


The following six internal Quake levels are well suited for Deathmatch play: 


© Place of Two Deaths 
Claustrophobopolis 
The Abandoned Base 
The Bad Place 


The Cistern 


oe © o o 


The Dark Zone 


Quake allows you to select which level you want to use when you set up a new 
Deathmatch game. Similar to the internal levels for the other games discussed previ- 
ously, these levels are fairly compact and are chock full of weapons, ammunition, and 
power-ups. Within the following sections are lists for all the items that can be found 
in each level during Deathmatch play. 


Level 1: Place of Two Deaths 


This, the first Deathmatch level available in Quake, features a few places where you 
can shoot through holes in the ceiling. Most of the rooms are rather small, and even 
the large rooms seem cramped. There are very few vantage points available in this 
level. The top end of your weapons are the nailgun and the grenade launcher. Items 
you can find in Place of Two Deaths are the following: 


Shells, super shotgun, and health 
Armor 
Nailgun, grenades, and shells 


Grenade launcher 


e... 


Nails 
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The biggest weapons on this level are the nailgun and the grenade launcher. It is 
strongly recommended that you immediately run to obtain the grenade launcher, and 
then make a move for the armor before your opponents do. 

You won’t want to activate the ramp to the armor, if you see that your opponent 
can get to it before you do. Use your grenade launcher to take the opponent out, and 
then go get your armor. Even though it is advisable always to go for health first, in this 
case make an exception. You’ll have the firepower to cut down anyone who tries to 
stop you. You can wait around the super shotgun’s position and then use the super 
shotgun for defense; if the action gets too hot and heavy, drop through the hole in the 
floor to the lower level and hightail it out of there. Once you’re downstairs, pick up 
the armor and head into the transporter; it will take you back to the top level. If the 
opponent whom you just ran from didn’t follow, he or she could still be in that room. 
Try and sneak up on the waiting enemy, and then blast ’em! 

When you get the grenade launcher, you may consider waiting a few minutes in 
this position, pausing to see if anyone runs under you to get the health that’s avail- 
able. If you see the opponent running for health, you know he or she is likely to be 
low on health, so drop a few grenades on the weakened opponent. Figure 6.13 shows 
an example of throwing a grenade at your opponent before you make a jump for safety. 


FIGURE 6.13: If you suspect an opponent's low on health, lob a grenade on your opponent's 
return path. 
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If you see an opponent running on the ledge in front of you preparing to come and 
attack you, throw a grenade into the hallway to your right, and then jump across the 
open area to the ledge directly in front of you. This distance is within the range over 
which a jump can be successfully accomplished. 


Level 2: Claustrophobopolis 


This level features a moving platform that you can ride, using it to shoot at enemy 
Deathmatchers as they run underneath you. This level also introduces lava to 
the Deathmatch experience. If you’re not careful, you’ll run into the lava, and it only 
takes about three seconds to die while you’re treading lava. The following items can 
be found in Claustrophobopolis: 


Super shotgun, armor, health, and grenades 
Nailgun and nails 
Grenade launcher 


Rocket launcher 


oe o o o 


* Quad damage 


Use your weapons to knock opponents into the lava. If you see an opponent stand- 
ing a little too close to the lava, use your super shotgun or rocket launcher to blast the 
lout into the boiling lava flow. 

The nailgun is sitting alone, but if you move through the water to your left, you 
will find a box of nails waiting for you. If you grab the nails and you want to wait for 
your next victim, use the darkened area to the right of where you found the nails. You 
can use the darkness to your advantage and hide in there. 

There is a yellow armor jacket that you must avoid at first. Until you press the 
proper button, instant death follows anyone who grabs the yellow armor. For exam- 
ple, if you find the yellow armor in a small room with a teleporter as your only escape, 
you're going to fall into the lava when you exit. 

This level features a lot of great areas to shoot between floors and openings in 
walls; use this to your advantage, especially when using the grenade launcher. 

Take note of the megahealth’s (200 percent) location, and pick it up any time your 
health status gets below 100 percent. Once you’ve been boosted using this super health 
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power-up, its benefit will gradually deteriorate as you play. You must constantly main- 
tain your health, while keeping health-enhancing power-ups away from your opponents. 

The rocket launcher is available on this level, though there are not many wide 
open areas to use it. Keep this in mind when you find it. The launcher is a powerful 
weapon, but not in hallways where its blast may affect your health as well as your 
opponents’. 


Level 3: The Abandoned Base 


The Abandoned Base has quite a few goodies for you to grab. Whoever left this place 
obviously forgot to take the power-ups and weapons with them. You’ll find that this 
Deathmatch level offers a real smorgasbord of weapons like the thunderbolt and the 
rocket launcher. You can use the juice cycle on this level to grab the armor, the thun- 
derbolt, the pentagram of protection, the megahealth, and then the ring of shadows. The 
ring of shadows will make you invisible for a brief period, and once you have the pen- 
tagram of protection, you’re invincible for a longer period. So, go kick some serious butt. 

Once the effect of invincibility wears off, take advantage of its juice cycle. When 
you get the hang of picking up these items in order, and can frag your opponents while 
you are invincible, you’ll be awesome at this level. Sometimes, winning at Deathmatch 
only takes knowing where the power-ups are—and in what order to pick them up. The 
following items can be found in The Abandoned Base level: 


Super shotgun 

Grenade launcher and grenades 
Health and armor 

Rocket launcher and rockets 
Thunderbolt and cells 


Nailgun, super nailgun, and nails 


oo ee ee o 


Quad damage, invisibility, and invincibility 


This level features a nice open courtyard from which you can shoot at opponents 
who run below. If they run through a door to get away from you, simply jump off your 
perch and chase them while filling them full of buckshot. 
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There is an underwater tunnel in 
this level that takes you outside to the 
pentagram of protection. The pentagram R 


will make you invulnerable. Use this in If you turn on Team Mode when 


combination with the quad damage playing Deathmatch in Quake, rocket 
icon, and you’ll be unstoppable for blasts won't hurt you at close range. This 
about 30 seconds. comes in handy when you want to blast 


Grab the box of health right after you an opponent who's two inches away from 
grab the pentagram of protection. This you. In Team Mode you can do this! 
ensures that you have plenty of health || Watch smugly as he explodes into 300 
when the pentagram wears off. If you’re bloody little pieces, while you suffer no 
in the middle of a battle and your pen- damage at all. 
tagram of protection runs down, you’ll 
need all the health you can get. 

Once you’ve powered up, ride the 


elevator right behind the health kit, and WARNING  — 


then you’ll find two more elevators you The thunderbolt is found in the 
must ride up. When you get to the top, underwater area. If you grab it, don’t fire 
drop through the hole in the floor and it underwater! Electricity and water don’t 
head out to the courtyard. Get to the mix, and if you fire it underwater, you'll 


upper circle of the courtyard and you’ll die immediately. 
see the invisibility ring to your right; 
grab it. If you time this juice cycle just 
right, you can rack up a few frags each time you perform it. 

When you notice you’re losing power, turn around and repeat this cycle; all the 
items should have respawned by then. 

You'll encounter many nice elevated places in this level from which you can shoot 
down at your opponents. Always try to shoot down at your opponents; it’s harder for 
them to run, look up, and shoot at the same time. 


The Quake Hall of Fame 


Where do you go, once you feel that you've become the universal soldier? If you've mastered 


all the strategy and tips in this book, and you prove it by kicking the living hell out of all your 
opponents, then you've earned your badge. Sergeant Hulka is proud of all his soldiers, and 
he encourages you to enter the Quake hall of fame. 


(Continued on next page) 
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The Internet has a site dedicated to showing off the abilities of the master Quake 
Deathmatch soldiers. The rules are simple. Finish a level in a record amount of time, and 
don’t cheat. We, the trained killers of Sergeant Hulka, don’t need to cheat; we shoot first 
and take names later. Make sure you record your feat by using the Quake console. Once 
you have the Quake console active; type: record (your name) (map) (for example, “record 
alien elm2"). 

If your time is better than the one on this Web page, then compress your demo, and 
e-mail your file to rwaring@iquest.net. Your time will be posted if you can beat any of the 
current scores. You can find the current list of warriors on the Internet at 
http://www.iquest.net/~rwaring/qhof.htm. 

If you don’t have Internet access, here's an example of recent standings for the first 
seven levels of Quake. 


Map: elml N- Time: O min. 32 sec. ÑN- Achieved by: M. Jesolowitz 
Map: elm2 N- Time: 1 min. 15 sec. ÑN- Achieved by: Jesse Dubus 
Map: elm3 N- Time: 1 min. 18 sec. N- Achieved by: ALiEN 
Map: elm4 ÑN- Time: l min. 14 sec. ÑN- Achieved by: ALiEN 
Map: elmb N- Time: 2 min. 14 sec. N- Achieved by: ALiEN 
Map: elm? N- Time: O min. 50 sec. ÑN- Achieved by: ALiEN 


These times are extremely fast. The rules state that you don’t have to kill every monster 
or find any secrets. All you must do is finish the level under the listed time without cheating. 


Once you have accessed this site over the Internet, you can download the current hall of 


famers’ demos, and play them back using your copy of Quake to see how they did it. This is 
an excellent resource to learn levels and strategies, by watching how others perform the 
quick level escape. 


Level 4: The Bad Place 


This is the level for which telefrags were made. Because of its size and frantic game 
play, it can seem as if there are so many telefrags completed in this level. There is a 
nice super-health power-up on this level as well, and you'll have to fight for it constantly. 


Á A 
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It’s very easy to get to, and everybody will want it. You can find the following in The 
Bad Place: 


* Super shotgun 


* Grenade launcher and grenades 


Rocket launcher and rockets 


e 

e 

& Health and armor 
e 

@ Thunderbolt and cells 
e 


Nailgun, super nailgun, and nails 


The Bad Place has all the weapons, but only one special power-up. The quad dam- 
age is the sole power-up available, and you should learn where it’s located immediately. 
It’s on a ledge, and you can usually hear 
when someone else grabs it because it 
makes a special noise. Make sure you get 8 
there first. This is a tricky jump! If you When jumping back off the quad 
miss jumping to the quad damage ledge, damage ledge, make your jump a little to 
you’re most likely going to fall into the the right, to land on the staircase. 
boiling lava. 

You’ll find a pool of lava on the first floor; always be aware of it. If you’re trying 
to escape from an opponent, think twice before jumping off the second-level ledge, as 
you may become hot slag! 

This is one of the more challenging Deathmatch levels available for Quake, mainly 
because of the hot lava. If you find yourself falling into the lava a lot, rethink your strat- 
egy. Think about running straight across the bridge, and slow down until you get the 
Tun right. Then try again, because each time you die in the hot lava, you lose a frag. 
If you are allowing yourself to die time after time, your frag count will not stop at zero; 
it can actually go into negative numbers. 


Level 5: The Cistern 


The Cistern is basically a three-level Deathmatch level. It contains one top ring, the 
bottom level, and an underwater passage. A great tactic to use while playing 
Deathmatch levels that have underwater passages is to jump in from time to time and 
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pick up all the backpacks that have fallen to the bottom. (See Figure 6.14.) Many times, 
you'll find so many on the bottom that you can run out of breath trying to pick them 
all up. Don’t be greedy; just get what you need and then come up for air. Surprisingly, 
a lot of Deathmatch players overlook this easy method of acquiring backpacks. Items 
to be found in The Cistern include the following: 


Super shotgun 

Grenade launcher and grenades 
Health and armor 

Rocket launcher and rockets 


Thunderbolt and cells 


eeo. o o 


Nailgun, super nailgun, and nails 


FIGURE 6.14: Go into the water after backpacks that fall off your dead opponents. 
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There are a few pools of water that you can fall into, and unfortunately you have 
to swim your way out; you can’t just jump out. Make sure you know your way through 
the water passageways in this level. 

When you pick up your dead opponent’s backpack, you will get all the weapons 
he or she was carrying, though your console will not highlight and use the most pow- 
erful weapon. You must notice on your status bar which weapons you’ ve just acquired, 
and then select the proper weapon for the immediate situation. Normally, in a game, 
your status bar will default to the most powerful weapon as you pick it up, but it doesn’t 
work this way with picking up backpacks. 

Another pitfall to avoid on this level is that the ledges don’t fully meet the wall. This 
means that you can be running down a ledge, and if you're too close to the wall, you'll 
fall through. If you’re not expecting this, you could be a sitting duck for someone watch- 
ing you from below. You can stay below the ledge and fire up a nailgun as someone 
runs above you. 

Grab all the weapons and armor you can, and fight this level from the upper ledge 
as much as possible. You can always drop down to escape into a pool of water. 

Use the upper ledge to run around in a circle using the teleporters to jump from 
side to side. This will throw off your opponents. If you notice someone jumping through 
the teleporters, you can always time a rocket shot to blow up the teleporting enemy 
as he or she comes through. Of course, your opponents can always use this strategy 
against you, as well. 


Level 6: The Dark Zone 


The dark zone could just as easily have been named The Dizzy Zone. You will find 
yourself running in small circles around this level. Other than the secret drop in the 
floor, you’ll be running along either the top circle or the bottom one. Items you can 
find in The Dark Zone include the following: 


Grenade launcher and grenades 
Health and armor 

Nailgun, super nailgun, and nails 
Rocket launcher and rockets 


Thunderbolt and cells 


eee & & o 


Invisibility 


f q 46> 
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This level has a nice upper ledge from which you can shoot down at your oppo- 
nents, and you should learn the exits from the second level as well. There is a room 
that looks like an exit on the second level, but it doesn’t go anywhere—and you don’t 
want to get stuck in there when somebody’s hot on your heels. 

This level also has a nice secret that not many people know about. On the first 
level, in the circular room with the teleporter in the middle, you’ll find an odd-colored 
section of the floor. If you shoot it, it will lower a little, like a small elevator on a 
Broadway stage. Once it lowers, step onto it, and you’ll drop down into the dark zone. 

Inside the dark zone you’ll find the thunderbolt, the cells, and the invisibility ring 
of shadows. Grab these and step into the teleporter. You’ll end up where you started— 
the circular room with the teleporter in the middle. Try not to showcase this secret to 
other players, and instead use it to your advantage. (This game is not about being nice.) 


Internet Quake with the Author 


If you feel like taking on the author of this book in a Quake Deathmatch, you'll find me 
online as Sergeant Hulka on one of the following Internet Quake servers. 


SERVER ADDRESS 
199.67.51.102 


LOCATION 
Naperville, IL 


206.150.173.169 


Jasper, IN 


143.207.19.25 
205.217.6.16 
192.124.43.73 
132.238.19.103 


St. Joseph, MI 
Kalamazoo, MI 
Milwaukee, WI 
Teaneck, NJ 


198.207.193.30 
128.138.149.47 
204.49.61.30 


New York 
Colorado 
Florida 


207.50.7.1 


Texas 


206.160.192.102 


Arlington, TX 


The servers are listed in the order that | play on them. If the first one is full, | move to 


the second server on the list, and | keep going down the list until | find an open spot. | usu- 


ally play late at night, from 8 PM. to 3 a.m. Eastern time. 


If you want to e-mail me a challenge, go ahead, I’m at rwaring@iquest.net. Catch me 


if you can! 


AN 
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EXTERNAL DEATHMATCH LEVELS 


You’ll find that there are literally thousands of external levels specifically designed for 
Deathmatch play. These levels were put together by dedicated 3D action game play- 
ers from all over the world. You can find levels on the Internet, on BBS systems, and 
on the CD-ROM included with this book. 

When you want to find and play external Deathmatch levels, start by experi- 
menting with some, find the ones you like, and make sure your friends have the same 
levels on their computer; otherwise, you can’t play the levels with fellow Deathmatch 
players. You will need to use the same version of your chosen 3D action game, plus 
the same level, and to have a good connection between the machines to enjoy a sat- 
isfying Deathmatch level. 


SELECTING GOOD LEVELS 


What makes a good external Deathmatch level depends on many factors. These lev- 
els must be interesting to the senses and emotions; otherwise, you’ll get bored with 
them quickly. Many Deathmatch levels revolve around a theme, such as a hit movie, 
a popular television show, or a comic book. One of the more popular external 
Deathmatch levels was designed around the theme of the movie Evil Dead. It features 
a small level, with only one building in the middle, and lots of wide open area around 
the building to run and shoot at each other. 

Another aspect that makes a good Deathmatch level is availability of weapons. 
Well-designed external levels generally have at least one of each weapon in the level. 
Weapons and power-ups should also be able to be reached from multiple locations. 
Entrances to the level should induce a sense of urgency, compelling you to get to the 
good weapons first. You’ll also want a Deathmatch level to contain some secret 
entrances and passageways that allow you to travel to other areas of the level without 
everyone’s knowing exactly how you got there. Good external levels include this kind 
of surprise factor. 

Because there are so many external levels for 3D action games available, listing 
them all here would be far beyond the scope of this book. Instead, let’s take a look at five 
very popular external Deathmatch levels for DOOM II, Duke Nukem 3D, and Quake. Most 
of the following levels can be obtained from the Internet at The Mecca and also on the 
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on NOTE 


If you don’t have access to the 


Internet, but you do have a modem, you 
can always call the author’s BBS at © 
(813) 738-0456 and download external 
Deathmatch levels. You'll see their file 
names after their descriptions; you'll 
need to know the level’s file name when 
you try to download the file from the 
Internet or the BBS. 


CD-ROM included with this book. The 
Mecca is a Web page devoted to the gam- 
ing industry, and you’ll find all sorts of 
cool information regarding current 3D 
action games, as well as the games of the 
future. 

The Mecca site is also a great place 
to check for the top ten Deathmatch lev- 
els for most 3D action games. Use the 
following links for Duke Nukem 3D, 
DOOM, or Quake levels in your future 
Web-browsing adventures: 


€ DOOM II—http://www.meccaworld.com/doom/top10.htm 


© Duke Nukem 3D—http://www.meccaworld.com/duke/top10.htm 


© Quake—http://www.meccaworld.com/quake/top10.htm 


DOOM II External Deathmatch Levels 


The following five external Deathmatch levels are among the more popular for play in 
DOOM II. 


DWANGO V This external level is basically level 1 from DOOM II with some major 
Deathmatch enhancements, like plenty of room to run, lots of weapons, and a hard- 
to-get-to exit. This level has many levels inside it, and the best are levels 1, 10, and 18. 
Make sure you check them all out. The compressed file that contains this external level 
is dwangoS.zip. 


DWANGO VI This level is a truly high-action Deathmatch level! Make sure to check 
out levels 1 and 18. You’ll note a large amount of health to be found on these levels, 
and plenty of room to run. The entire level isn’t too large, which makes it ideal for 
Deathmatch play. The compressed file that contains this external level is dwango6.zip. 


GUMBY This is a great Deathmatch level because of the small huts found through- 
out the level. You can hide in these huts if necessary, and shoot through the small 
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windows or run along the ledges on the outside of the water. This is a highly addic- 
tive level. The compressed file that contains this external level is gumby.zip. 


DISCO Mixing a discotheque and a Deathmatch arena is just too cool for words. 
There are many lights on the floor in this level, and it’s a little hard not to get nauseous 
while running past them. The lights only add to the challenge. Plenty of weapons and 
ledges keep this level interesting. The compressed file that contains this external level 
is disco.zip. 


HOOTERS This one’s a great Deathmatch level! Hooters has a handful of monsters 
that you’ll have to contend with, as well as your human opponents. There is no short- 
age of weapons, or of health, but in this level it’s not as easy to run from room to room. 
You're going to need to study the layout of this level before you can kick true butt in 
it. The compressed file that contains this external level is hooters.zip. 


Duke Nukem 3D External Deathmatch Levels 


If you’re into Duke Nukem 3D and want to make your own external Deathmatch lev- 
els, pick up a copy of the Official Duke Nukem 3D Level Design Handbook by Matt 
Tagliaferri (Sybex, Inc., 1996). The book contains a bonus CD-ROM that has an amaz- 
ing 50 additional levels for Duke Nukem 3D, as well as utilities, editors, and the infor- 
mation necessary for you to design your own Deathmatch levels. Tagliaferri has written 
editors for DOOM, Terminal Velocity, and Duke Nukem 3D, and he provides clear 
insight into 3D game editing and level design. 

The following five external Deathmatch levels are among the more popular for 
play in Duke Nukem 3D. 


NUKE CITY Thiscity has altered configuration files that provide you with faster fir- 
ing weapons and a small amount of monsters. This Deathmatch level includes its own 
batch file to start it, and once you are inside the level with your opponents, you may 
never leave. This is a way fun level. The compressed file that contains this external 
level is nukecity.zip. 


IMPERIAL Talk about Duking it out—this level features cloned Dukes fighting 
against both you and your Deathmatch opponents. The bevy of competitors makes for 
a very interesting level, with lots of fragging! The compressed file that contains this 
external level is imperial.zip. 
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CONCERT This external level features the awesome use of explosive canisters. The 
entire level is a small concert hall in which you and your Deathmatch opponents can 
blast away at each other. This external level makes for a great three- or four-player 
level, though it may be too big for a good two-player Deathmatch level. The com- 
pressed file that contains this external level is concert.zip. 


ANSLEMX This Deathmatch level provides invigorating multiplayer capabilities. 
There is plenty of great detail and lighting as well as a good layout for Deathmatch 
contests. The compressed file that contains this external level is anslemx.zip. 


HOOVER DAM Thisis one of the more creative external Deathmatch levels around. 
Hoover Dam is a Duke Nukem version of the real Hoover Dam. There are lots of tun- 
nels, plus places to find great weapons. This external level tends to be better suited 
for a Deathmatch game of at least four players. The compressed file that contains this 
external level is hoverdam.zip. 


Quake External Deathmatch Levels 


The following five external Deathmatch levels are among the more popular for play in 
Quake. 


MANSON 1 Thisisa truly great external Deathmatch level! Manson 1 features a ter- 
tific level setup, awesome power-ups and weapons placement, and mind-bending 
lighting! It also includes some really cool traps and architecture. Try this level out! It’s 
a good one for 4 to 16 players! The compressed file that contains this external level is 
manson1.zip. 


MUNYOS5S_ This external level is the perfect level for a two-to-four player fragfest! 
However, any more then four players would be way too crowded, as this level was 
clearly designed with a fast and furious Deathmatch contest in mind! The compressed 
file that contains this external level is muny0S.zip. 


KANDY BASE Arguably the best external Deathmatch level to play so far, Kandy 
Base is just outasight! Its setup makes this level really fast paced and action packed. 
If you’re looking for a great Deathmatch level, then download this one now! And if 
you’re not, download it anyway. Kandy Base is both a good external level for 3 or 4 
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players (if you like a more-spread-out game) to 16 players (if you like a fast-paced one). 
The compressed file that contains this external level is kndybase.zip. 


MANSON 2 Wowsers! Now this is an unbelievable level! It has great architecture, 
fine lighting effects, a nice symmetrical and well-centered setup, and jazzy weapons 
and power-ups placement. It also features a whole bucket load of cool traps. This level 
also features a lot of lava flow to add to its challenge. This level is well suited for any- 
where from four to ten players. The compressed file that contains this external level 
is manson2.zip. 


DARK HALLS. Despite the size of its file, this external level is not as huge as its file 
size would lead you to believe. Dark Halls is a very nicely laid out Quake Deathmatch 
level. There are tons of levels upon levels within, it has imaginative lighting, and its 
setup is superb. This external level is well suited for any number of players. The com- 
pressed file that contains this external level is darkhall.zip. 

These are just some of the more popular external Deathmatch levels available, but 
there are literally thousands more, and more are being designed every day. You'll find 
more on CompuServe in the Action Gamers Forum, on FTP sites like ftp.cdrom.com, 
on Web pages like Mecca, or on BBS systems. Choosing a level you like is usually a 
matter of personal taste, but the examples given in this book have been proven to be 
quality Deathmatch levels. If you’re looking for good ones to play, try downloading 
these examples first. 


COMPUTER DEATHMATCH 


This is a software program that performs a simulation of DOOM II Deathmatch ses- 
sions. In other words, instead of playing Deathmatch against real opponents, you play 
against the computer. Computer Deathmatch was made to improve your Deathmatch 
skills and keep you entertained when your Deathmatch buddies are not available to 
play against you. The computer-controlled Deathmatch partners are extremely diffi- 
cult to frag; therefore, it can help improve both your offensive and your defensive 
Deathmatch skills. Because the computer-controlled players react quickly, you will 
learn to react more quickly as well. Once you’ve played a lot of Computer Deathmatch, 
you'll find yourself a lot quicker than your regular Deathmatch buddies. They’ll won- 
der how the heck you got so darn good! 

The fictitious story behind the creation of Computer Deathmatch appears in a side- 
bar in this chapter. If you would like to get your hands on a copy of this software, the 
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latest version, Computer Deathmatch v1.6, is available and can be downloaded from 
the Immortal’s Web site. The Immortal is the name of the author of Computer 
Deathmatch. You can find his Web site at: 

http://web.idirect.com/ ~ immortal/compdm.html 

If you don’t have access to the Internet, you can call this book’s author’s BBS and 
download the file—(813) 738-0456. Log in as a new user, and download the file 
immydm16.zip. The file is 450K, and with a 28.8 baud modem it should take you no 
more than five minutes to download it. Once you download the file, uncompress the file 
using PKunzip, and place it into the same directory as all your DOOM II program files. 

Once you have the program in your DOOM II directory, simply type comp-dm and 
press Enter. This will start the Computer Deathmatch program. You will then need to tell 
the program on which level you want to 
play Deathmatch. The Computer Death- 


NOTE match program comes with the two 


The author of Computer DOOM II Deathmatch levels—The Entry- 


Deathmatch for DOOM II has stated that way and Dead Simple. You can load one 
a version of Computer Deathmatch for of these two levels during startup, as well 
Quake ‘could be in the works. as the other levels included with the soft- 
ware. Use this software to practice your 
DOOM II Deathmatch skills. 

The Immortal is promising a few minor enhancements in the next version. These 
enhancements will include a frag counter that actually works, and even more inter- 
esting is that all the Deathmatch opponents will move while shooting. The computer- 
controlled players will attempt to dodge incoming fire more often and have a smarter 
Al, there will be a faster respawn rate, and you will have the ability to add your own 
external levels! 


The Computer Deathmatch Story 
BY THE IMMORTAL 


Long ago, when Deathmatch sessions were famous, the big boss of DOOM realized that 
Deathmatch was becoming more popular than regular single-player and co-op games. The 
big boss of DOOM is the giant goat head you kill at the end of level 30 in DOOM II. He is 
the mastermind behind all the mayhem in DOOM and DOOM II. He was disappointed that 


he was not getting enough attention. Soon he came up with a brilliant idea. After a couple 
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Deathmatch games, he gathered the dead bodies, one of each color. Green, Indigo, Red 
and Brown. He set up a lab, adding computer technology and artificial organs to the already 
torn apart bodies as he constructed them into robots. He noticed the broken bones were 
useless so he extracted it from the body and implemented a new Trilithum Jeweled 
Exoskeleton. Looking exactly like a regular human player, he noticed that the brain was not 
functional after death. However he was able to regenerate the brain by adding artificial 
intelligence robotics, a direct neural interface along with a Vyper system chip model V800-E, 
but it maintained a very low IQ. Seeing this, the boss knew they would have no chance 
against the real players. 

The Archvile came up to him and suggested to give them more firepower and more 
health so they would be equal. After being powered by Controlled Emissive Core Reactor 
units, and ReGen Bio Field System which regenerate unlimited ammo/shells/rockets/cells, 
he also tuned them with EMP/HEME Photon Burst Shielding made of Titanium/Detrium 
Alloy with Mylar Sheath so that they would last longer when shot at, two or even three times 
the health of a regular human player. 

After noticing that the robots were too stupid to pick the appropriate weapon against 
the human player, he decided just to give them one single weapon so they would not get 
confused which weapon to switch to. Green would have either shotgun or pistol. The robots 
were sensitive to deaths and self-destructed at loss of health. The big boss noticed this and 
decided to give them each a normal player death to make it realistic. But since there were 
two greens he decided to leave the pistol dude alone. 

Indigo was given a rocket launcher with an adequate aiming seek and destroy unit 
installed at the eye piece. Brown was given plasma and chaingun weapons. The big boss 
noticed that the regular player shoots a chaingun half the speed of the Spiderdemon. “Why 
not give the robots the same speed as the spiderdemon so he can piss the hell out of the 
players?” the big boss thought. So he gave the brown robot a Hi-E Ammo Ablation Cladding 
system which enables the chaingun to shoot twice the speed without overheating. The other 
brown robot was given a plasma rifle with a Tischler Class 5 Cell lon Regenerator. The big 
boss smiled when he looked at the red robot. “Boy, you're gonna be one hell of a killer” as 
he gave the red robot a BFG-9000 with a Tischler Class 7 Cell Regenerator. 

After programming their robotics with a neural interface with Seek and Destroy instruc- 


tions, he inputted very little intelligence, because he knew that they were all trigger happy. 


But he noticed that the real players could simply strafe out of the line of fire the whole way. 
Seeing this problem he decided to test the new strafing technique on the green robot. The 
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(Continued from previous page) 


green robot never knew when to strafe, so the boss decided to give him more speed with a 
Neuro-Linked Hydraulically Assisted Servos as an advantage. 

The big boss smiled at his new invention. Computer-controlled Deathmatch players! 
The big boss knew it would be the end of human civilization. Can you stop the lethal robots 
in a Deathmatch game from destroying human civilization? 


Sergeant Hulka Says 


Before you're unleashed on the world of 
Deathmatch, Private, check out the next chap- 
ter for an introduction to the very special online 
world of Quake, also known as Quake World. In 
it you will acquire all the information you need 
to get connected using networks, modems, and 
the Internet. The chapter also covers official 
Quake Clans, which can be found on the 
Internet, together with their origins, members, 
and strategies. 


The World of Quake 
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uake is like no other 3D action game. Most games have a 
following, but none matches the devotion to and popularity of Quake! Quake’s excit- 
ing, action-packed environment has inspired people around the world to form small 
player groups, called clans, that compete against each other. It has also inspired a 
weekly radio show called QuakeCast and even an online comic book titled The 
Adventures of Dank and Scud. 

Further, Quake’s popularity has spurred the inception of QuakeWorld, the client soft- 
ware that allows Deathmatch players to play over the Internet on dedicated Quake 
servers that also track players’ kill statistics and honor the top Quake players. And it 
doesn’t end there. A new programming language, called Quake-C, has even sprouted 


up; it allows players to modify levels and particular game situations. This chapter is 
devoted to the various aspects that form the wonderful world of Quake. 


MORE THAN JUST A GAME 


Quake is more than a game now; it’s more like a grassroots movement. Many multi- 
player 3D action game advances—the formation of clans, dedicated Quake servers, 
and Quake-C—have been promoted by the online community using organized Internet 
Quake Web pages. The world of Quake is constantly evolving. If you decide to enter 
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Sergeant Hulka Says 


By now you should be a lean, mean Death- 
match machine. You've acquired the skills to 
lead a successful Deathmatch campaign. Now 
it’s time to focus your attention on cutting edge 
Deathmatch at its finest. Immerse yourself in 
the world of Quake, soldier. 


that world, be prepared to spend most of your time engrossed in this highly addictive 
3D game, trying to become the all-time master of QuakeWorld Deathmatch. 


WHAT IS QUAKEWORLD? 


With the success of Quake on the Internet, somebody decided that a program that 
tracks all play going on through the Internet would be a nice addition to Quake, and 
that’s what QuakeWorld is—a world of statistics all stored on one or more central 
servers. These servers could eventually end up being housed in the offices of id 
Software, and they will keep track of the performances of each player who engages in 
Deathmatch contests via the Internet, including those who team up in Quake Clans. 
You’ll be able to see who’s the best player in the world by visiting the statistics page 
of these servers. The actual program to run QuakeWorld is available for download at 
http://www. frag.com/quakeworld/. 

Once you’ve downloaded the QuakeWorld software, you’re probably going to won- 
der how to use it. It’s actually very simple to use. The following procedure will help 
you get online using the QuakeWorld client software for Windows 95. 
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To get online successfully with the QuakeWorld software, you will need the 
following: 


1. QuakeWorld client software 
The registered version of Quake 


An Internet service provider 


avm 


Windows 95 


Unzip the QuakeWorld zip file into your Quake directory. Then launch 
QuakeWorld by using QW.EXE from the Run menu, as shown in Figure 7.1. 

Now you need to log in to a QuakeWorld master server. When you get the login 
prompt, type the user name you want to be known as in QuakeWorld. For example, 
“Hulka.” Now you need to assign a password to your user name. As you can see in 
Figure 7.2, your password will not be shown to you as you type it, so make sure you 
choose something you’re not going to forget. 

If you don’t get the login prompt, from the View menu choose QuakeWorld, as 
shown in Figure 7.3, and log in. You will be asked if you are sure, so click OK. 

Once you’ve logged into QuakeWorld, a window will pop up telling you your 
USERID. Write this USERID down in case something accidentally happens to your Quake 


DAGAMES\Guake\Gwere 
OR] caret | Browse. | 


FIGURE 7.1: Use Windows 95’s Run command to start the QW.EXE program. 
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HULKA 


204.50.179.66:27000 ~| 


—— 


FIGURE 7.2: Your password is shown as a series of asterisks, so remember what you type here. 


| GS Quake Spy 4.0 (QuakeSpy Mode) 


FIGURE 7.3: Select the QuakeWorld option on the View menu to log in after the 
QuakeWorld software has been successfully installed. 
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directory, or worse yet, to your hard drive. You’ll need this number to log in to the 
QuakeWorld server from now on. 


Customizing User Settings 


You could start playing now, but you’ll want to customize your player settings a little 
before you start. You need to tell QuakeWorld which skin you’re going to use. A skin 
is an art file that is shown to all the other players as you play on a QuakeWorld server; 
think of it like an extensive body-tattoo that tells others which tribe you belong to. 
This is how your character will be represented in Quake Deathmatch levels. Have you 
ever seen a Borg, Waldo, or even Duke Nukem running around the servers in 
QuakeWorld? Well, if you have, it’s because the other players have assigned that skin 
to their character. Figure 7.4 shows an example of a skin. 

You don’t get any skins with the QuakeWorld software, but you can download 
them from the Stomped Web site, if you want all the available skins. Most clans have 


FIGURE 7.4: This is a skin from the Bad-Ass Blood Moon clan. 
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their own skin, and if you play against someone in QuakeWorld with a skin you don’t 
have, don’t worry—QuakeWorld takes care of all that with what’s called dynamic 
downloading. It’s anew method of multiplayer organization that allows the server to down- 
load the skin to your machine if you don’t have it. Not only does it download the skin 
to you, but also if you’re playing on a server with a custom level, it will download the 
level to your machine as well. Keep this in mind when you're looking for a server to 
play on. 

In Figure 7.5 you can see a list of servers in QuakeWorld. Look at the server 
called scooby_snacks under the map area. This customized server is running a level called 
kndybase, and QuakeWorld shows it as “kndy.” If you don’t have the level already in 
your Quake directory, the server is going to dynamically download the level to you; 
and with a 28.8K modem, this can take a few minutes before you can actually play the 
level. On a T1 line (a line dedicated to high-speed Internet connection common to 
large companies, colleges, and schools) it doesn’t take long at all to get the file from 
the server. If you don’t want to wait, you had best stay away from customized servers. 

If you decide to download the skins from the Stomped site or you already have a 
few skins in your Quake directory, you can now assign them to your user settings. 
QuakeWorld does come with one default skin called base, and this is the same as the 
default player character in Quake. To get modified skins, you must download them or 
play on servers that have them in use. To set up your user settings, click on user set- 
tings from the QuakeWorld menu. Now, choose your name and colors, and assign a 
skin. Figure 7.6 shows a skin in use, username, and the stats for the player named 
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208.137.160.28:27500 = dm6 3/8 


Y Gib-O-Rama 204.174.222.252:27500 death... 7/32 
YD Deepwell-aw 207.212.140.13:27500  dm3 4/8 
Q Scooby_Snacks 206.102.11.249:27500 kndy.. 3/16 


FIGURE 7.5: The customized server scooby_snacks is running the kndybase level; take this 
into consideration before joining the action if you're connected via a modem. 
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21000 
_lastip 206.53.236.110 


FIGURE 7.6: The Hulka player’s user settings in QuakeWorld. 


NOTE 


The QuakeWorld master servers 
are extremely overloaded because of the 
enormous popularity of QuakeWorld. If 
you get the message “server not respond- 


ing,” keep trying. This probably means 
that the server is too busy to accept you 
right now. If you get the message 
“unable to create account—try again 
later,” try using a different name. 


QUAKE CLANS 


Hulka. You can also see your last-known 
location in the Last Seen window. 

Now you're ready to log in. Just click 
on the globe icon and QuakeWorld will 
query the master for a list of servers that 
are currently running and get the current 
information regarding who’s playing on 
them, what level is running, and the 
number of frags each player has. Wait for 
it to finish checking the servers, and then 
double-click the server that you think 
will be the most fun. It’s that easy! 


First came Quake, a 3D action game that immerses the player in an environment of 
death and destruction. Then came Quake clans, bands of warriors fighting against 
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Pushlatency 


QuakeWorld introduced a method to adjust the lag time while playing over the Internet. The 
new adjustment is called pushlatency. Adjusting the pushlatency value can make your move- 


ment much smoother and can make jumping and turning seem closer to real time in 


Deathmatch play. To adjust the pushlatency, start the console by pressing the tilde key (~). 
Enter pushlatency on the command line followed by a space and the pushlatency amount. 
The number should be negative, and common values range from -80 to -250: For example, 
pushlatency -80. You'll have to experiment with this setting to find the right adjustment for 
you. | have found I’m comfortable with between -10 and -50 pushlatency. If | set it higher 
than -50, it seems too hard to aim or shoot. 


other clans in the ominous darkness. Next came the Clan Ring—clans competing in 
one-shot tournaments. Finally, there came the Clan Wars, an ongoing, nonstop, king- 
of-the-hill challenge to determine the best of the best. 

Clans are small organized groups of players who team up and, under a unique clan 
identity, organize their skills to take on other Quake clans. Most clans have home pages 
on the World Wide Web that provide the 
clans’ logos, players’ biographies, and 
other information about the clans. 

It’s up to you to start a clan, or join 
one, and then you can be part of the Clan 
Ring. The Clan Ring is identified by a 
logo that appears on all official Quake 
Clan Ring Web pages. 

The Clan Ring is a group of people on 
the Internet who are always looking to challenge other clans to prove who’s the best 
by playing Deathmatch games against each other. The Clan Ring logo appears on each 
clan’s Web page to indicate that it is part 
of the official Clan Ring. You can visit a ee | 
the Clan Ring site on the Internet at CT ANRING i 
http://wuw.gamesdomain.com/clanring/ i 
qcring.htm. This site keeps track of all 
the Clan Wars and posts scores. This site 
also provides a comprehensive list of all the clans available on the Internet. You can 


| 

soos || 

o | 
See Chapter 8, “A Quake Clan | 


Sampler,” which lists some Quake clans, | 
provides their descriptions, and details I| 
their players’ clan tips. i 
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also get information about clan tourna- 
ments, and you can even visit the infor- 
mative Quake News Network (QNN). 
QNN has an area that provides funny 
clan-battle photos. 

The Clan Wars Web site provides the 
foundation for an ongoing, nonstop-thrills, king-of-the-mountain challenge to deter- 
mine the best of the best. The Clan Wars Web site can be found on the Internet at 
http://www.clanwars.com. 

All clans start off at the bottom of the ladder as minuscule worms. Table 7.1 lists 
the Clan War rankings and the maximum number of clans that can hold each title. 
They then challenge their way up through the levels, with the ultimate goal of claim- 
ing the title of Supreme Overlords. Only one clan can claim that title at any one time. 


TABLE 7.1: QUAKE CLAN WAR RANKINGS 


LEVEL TITLE MAXIMUM 
1 Overlords 1 clan 

2 Warlords 2 clan 

3 Enforcers 4 clans 

4 Knights 8 clans 

5 Warriors 16 clans 
6 Grunts 32 clans 
7 Slugs 64 clans 
8 Worms Unlimited 


The site contains updated war standings, so at any one time you can see exactly 
where your clan stands in relation to the others. The site also contains a message board 
and a live chat room. Each provides an ideal place to post your trash-talking, bragging 
rights, challenges, or any other mischievous thought that might pop into your head. 
And it’s also a good place for new Quake players to go when they want to find and 
join a clan. 

Everyone has their own reasons for joining or creating a clan, but the main rea- 
son is the value that it adds to the game itself. Clan play will never replace or eclipse 
single-player action or even multiplayer Deathmatch action, and it’s not intended to. 
Clans are just a way of setting up bigger and better games. They provide the foundation 
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for the creation of tournaments and long-term, ongoing battles between rival teams. 
It’s modern-day digital family feuding—and you’re all cordially invited. 


EDITING QUAKE WITH QUAKE-C 


Another great addition to the world of Quake is the Quake-C programming language. 
Quake-C allows you to modify Quake in a number of ways, including changing the 
way Quake handles certain events. For example, what happens when you fire a weapon 
or what happens when you walk into a teleporter is controlled by Quake-C code. Quake 
devotees in the Internet community have created really cool patches for Quake to add 
whole new elements to an already exciting game. A few examples of new elements 
created with Quake-C patches are a grappling hook and the ability to morph. The 
chances are very likely that you’ll end up playing on servers running modified ver- 
sions of Quake, thanks to clever Quake-C editing by Deathmatch enthusiasts. Some 
servers have been known to greatly abuse this ability and make all sorts of strange 
things happen during a Deathmatch contest. There’s not much you can do about this, 
except play on another server if you don’t like the enhancements. 

Most of the time, however, the enhancements can be quite beneficial. For instance, 
there is a Quake server at the Internet address 199.67.51.102 that has a grappling hook 
device that you can use in your inventory of weapons. The grappling hook allows you 
to cover large areas of ground rather quickly by throwing the hook and then using your 
retrieving option to pull yourself to its destination. You can also use the combination 
of a weapon and the hook to abuse and frag your enemies. This grappling hook lets 
you reach some hard-to-get-to places, or hang from the ceiling and drop grenades onto 
your enemies. 

Another example of a Quake-C server with some nifty enhancements is one that 
has modified the code to allow players to morphose. You can morph into the various 
monsters of Quake and continue to play against your other human opponents. It’s an 
absolute blast to morph into the Shambler and tear the flesh off your opponents, or to 
morph into a Vore and blast them with your powerful death rays. There are no tutori- 
als or documents that can teach you how to work with Quake-C. You need to just down- 
load the sources and the compiler and then read through the files to figure out how it 
works. You can find the source and compiler on the Stomped Web site that will be dis- 
cussed later in this chapter on the Internet at Attp://www.stomped.com. 

The explosion of QuakeWorld has stimulated a strong demand for information 
regarding Quake-C and editing Quake. Naturally, there are many Web sites devoted to 
this subject, and more are springing up all the time. If you want the most current 
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information about editing Quake and Quake-C, or if you want to see what’s being done, 
please visit the following Web sites: 


QuakeLab: http://206. 12. 10.240/stevefu/QuakeLab/ 
The Quake-C Archives: http://www.planetquake.com/qca/index.shtm 


The creative people who have learned how to use Quake-C and the editing utili- 
ties are creating projects of their own using the Quake engine. Some examples of what’s 
being done with Quake-C and Quake editing are listed in Table 7.2. 


TABLE 7.2: QUAKE PROJECT EXAMPLES 


DARKMARE: OF WOLF AND MAN 

http://www.voyager.co.nz/~darkmare/index2.html 

This is a game concept based on the Quake 3D environment. Darkmare is a fantasy/horror pro- 
ject that involves full replacement of graphics, textures, maps, models, sound, and possibly even 
music, all to create a new game. 


GHOSTBUSTERS 3D 

http://www.clinton.net/~annie/ 

This is another completely new game concept based on the Quake 3D engine and the 
Ghostbusters movies. This project involves replacement of graphics, levels, sounds, and music 
to create a new game. 


TERMINATOR QUAKE 

http://www. planetquake.com/quakex/termquake/ 

This is an add-on for Quake. It replaces textures, monsters, sounds, levels, and weapons to pro- 
vide you with a totally new game experience. You'll be able to go face to face with a Terminator 
in this Quake add-on. 


Quake Mods 


One of the smaller Quake-C mods (mods are simply Quake modifications) that are out 
now include Quake Soccer. Quake Soccer might be far from being completed at press 
time, though you can download it and take a look at what has been completed so far. 
The Quake Soccer mod is a new twist to the Quake experience. You actually play on 
a soccer field, using a human head for the ball, and there is word that they are going 
to put a Shambler into the game as a referee. 

Quake has inspired creativity in the computer gaming world as no other game has 
before. Quake Soccer is a perfect example of how creative people can get (people like 
you!), if they devote enough time and energy to learning about editing Quake. The 
amount of information required to teach people how to learn to use Quake-C is beyond 
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the scope of this chapter, but there are people out there learning about Quake-C, liv- 
ing it, and actually creating some exiting projects with it. 


Quake Bots 


Bots are simply automated Deathmatch robot players with a variety of artificial intel- 
ligence built in. Bots make excellent opponents to help you learn how to play 
Deathmatch, as well as how to learn the secrets of a level competing against decent 
opposition. You can download bots from the Stomping Grounds Web site, and they 
include readme.txt files that contain the directions to install them. 


“THE ADVENTURES OF DANK AND SCUD” 


One amusing online comic book even uses the graphics found in Quake, along with 
two new characters: Dank and Scud. They were created by using the skin of the char- 
acters in Quake. The graphics are altered to comic book format, and the story is very 
enjoyable for 3D action-game players. If you want to take a look for yourself, point 
your Web browser to http://www.webframes.com/quakecomics/. 


QUAKECAST 


Another amazing event that has happened since the release of Quake is QuakeCast. 
Never before has a weekly “radio show” been devoted to one computer game. Every 
Thursday night a live radio-style show called QuakeCast is broadcast over the web, 
sponsored by id Software and Pseudo Online Network. You can listen to QuakeCast 
live, call in, ask questions, and hear the latest Quake news. You must be on the World 
Wide Web to take advantage of the QuakeCast, and you can hear recordings of each 
week’s show by visiting its Web site at http://www.pseudo.com. 

You must also have the Real Audio (www.realaudio.com) software, which is basi- 
cally try-before-you-buy shareware. You need the Real Audio software to be able to 
hear the broadcast, but if you’re into Quake, you can’t miss this broadcast. The peo- 
ple at Pseudo have created an amazing introduction for the show, using the character 
from Quake and giving him a voice. This introduction is really fun to listen to. You’ll 
also hear great comments such as “I love the smell of sweaty palms on a mouseball” 
by the Quake character, as well as phony commercials about disgruntled postal work- 
ers (a redundancy?) who take out their aggressions by playing Quake. QuakeCast also 
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provides chat with the gurus at id 

Software, plus clan testimonials. Quake- 

' R Cast is the most intense hour ever of 

Call the live chat line during chat about the most technologically 

the QuakeCast show at (212) 965-1390, advanced multiplayer 3D action game. 

and ask the Quake news makers your You’ll be able to challenge other clans, 

most important questions—unless, of listen to live media reviews of Quake, 

course, you're afraid to get fragged. and pick up on other late-breaking news 
concerning Quake. 


THE QUAKE STOMPING GROUNDS 


If you’re a Quake Deathmatch player, and you play over the Internet, there is an Internet 
site for you! The Quake Stomping Grounds has proven to be one of the most infor- 
mative sites concerning Quake. This Web site is dedicated to providing the hottest 
news, the most in-demand software, and the biggest hype to Quake players around 
the world! There are many other sites, and if you log into the Stomping Grounds you'll 
learn about other sites like Blue’s News, Quake Command, and Planet Quake. These 
are all excellent Web sites devoted to the Quake experience, and they help keep you, 
the happenin’ Deathmatch player, up to date on all the developments in the world of 
Quake. Quake changes so fast on a weekly, daily, and even hourly basis, that you’ll 
find yourself logging onto this site frequently to stay on top of what’s going on in the 
world of Quake. 

If you visit almost any Web site devoted to Quake, you'll notice that each has a hyper- 
link pointing to the Stomping Grounds site. This site has become the great-granddaddy 
of the other known Quake Web pages. Stomping Grounds is rarely wrong on upcom- 
ing rumors, and it features one of the largest file areas on the Web, or even the Internet 
in general. Almost every Quake-related file out there can be found in its file area. Plus, 
the server list at the Quake Stomping Grounds site is updated every ten minutes, so 
you can go there to easily find out where the action is. 

No Web site is an island, though, and this is also true of the Stomping Grounds 
page. Be sure to visit some of the other Quake sites in the Stomping Ground’s exten- 
sive list of information pages. This will help you learn even more tips from the other 
masters of Quake. After all, the object is to frag and not be fragged. 

Even if you’ve played all the levels and you’ve conquered your Deathmatch oppo- 
nents, the Stomping Grounds offers plenty of other Quake-related activities to keep 


your interest from waning. What more, 
you ask, is there to do? You could create 
your own levels. There are a bunch of 
level editors out there, and the Quake 
Stomping Grounds will help you make 
sense of all of them. Are you interested in 
artificial intelligence for its own sake? You 
can visit the Deathmatch Quake Bot area 
on the Stomping Grounds site to learn 
more about the ongoing projects to bring 
human-like behavior to artificial Death- 
match opponents. This is just a sample 
of the vast resource of information that 
the Quake Stomping Grounds provides, 
and nearly every week there will be new 
advances in Quake Deathmatch that this 
book can’t cover. 
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Another Web site that is both 


fun and worth mentioning is Sujoy’s 
Quake Page. This is a humor-driven site 
devoted to Quake and all things that 
revolve around Quake. It’s located at: 


http://www.planetquake.com/sujoy/index.s 
html. If you want a good laugh, stop in 
and read some of the news. For example, 
check out its Christmas stories: “Santa Is 
a Shambler,” “The Night Before 
QuakeWorld,” and “Quake Threatens to 
Delay Christmas.” 


An Inexpensive Idea for Network Deathmatch 


If you don’t have a network server but you want to play Deathmatch over a network with 
some friends, here’s what you can do. All that is required for a network game of 
Deathmatch is two to four network cards and some cable that works with those cards. You 
can buy a twisted pair or a coaxial cable, but just make sure your card supports the cable 


you buy. You should try to talk to a sales representative when you purchase your cards. 


There is a good supply of inexpensive 8-bit network cards for Deathmatch that you can find 


at many computer electronic stores. These cards vary in price from about $45 to $100. 


You don’t need to buy top-of-the-line cards if all you’re going to do is play games, but if 


you plan on setting up a real network at a later time, buy a fast Ethernet card, such as the 
3Com III twisted pair network card. It has proven to be reliable under a heavy workload on a 


very busy network, and it’s software configurable. 
Now all you need to do is purchase the network cards and cable (if you go the twisted 
Pair route, you'll also need to buy a hub). Next, install the cards into your computers and 


then load the network drivers that accompany the network cards. You'll be up and running in 


no time. If you need help in finding a hub, talk with a sales representative at any computer 
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store, who will know what you're talking about. You can find hubs as small as 4-8 users; 
there is no need for you to buy a 12-to-20 connection hub for playing Deathmatch. Once 
you have the IPX drivers loaded, simply choose the network game option from the main 


setup menu. You'll need to tell the game how many people are playing, and what level to 
play. It’s simple to start a game once you've got the actual network up and running. 


QUAKE MODEM PLAYING TIPS 


Connecting to the Internet is usually done through your modem, so you should be 
aware of some hints that can help you optimize your Quake Deathmatch play over a 
modem. The following tidbits of information for you to consider can greatly enhance 
your Quake Deathmatch experience. 


1. The Quake server needs to do more computing than the client. It is 
advisable that the faster of the two machines being used function as the 
server, otherwise both players will suffer. Of course, because the server 
player already has an advantage, you might want to offset this by using 
the slower of the two machines as the server. 


2. If the connected player is constantly seeing the telephone jack icon, it 
might be advisable to disconnect and reestablish a connection. This 
event is usually a result of line noise, but it might also be caused by a 
low-end server. 


3. If you find that controlling your movement is affecting your frags, you 
should think about adjusting your strategy to compensate. While it’s no 
fun to sit and snipe, it is advisable to avoid close fighting and wide-open 
areas. People new to multiplayer Quake often make the mistake of ignor- 
ing their environment, never mind using it to their advantage. Keep your 
armor and health up, and always look for more ammo. You also need to 
know where things are. If you don’t remember where that power-up is, 
how many ways there are to get to it, which way is quickest or safest, 
and where your opponent is, then you’re going to have a hard time stay- 
ing alive against more experienced players. 
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4. Never let your opponents nab their previous backpack after you’ve 
fragged them. Not only will they get their previous ammo stash, they 
will also be rewarded with the previous weapon they were using when 
they died. Why make it easy for them? 


5. Some levels just run slower than others. If the connected player is having 
problems on a particular level, go to the next one. It’s only fair. 


DOOM or Duke 3D Over the Internet 


If you run Quake under Windows 95 and you have a connection to the Internet, simply run 
the quake95.bat file to start a Quake Internet game. It’s that easy to start your Deathmatch 
game using Windows 95. 

If you haven't upgraded your system to Windows 95, consider doing so for its ease of 
use and game support. If you want to play DOOM or Duke Nukem 3D over the Internet, 
take a look at Kali. Kali is the largest Internet gaming system in the world with more than 
70,000 users and 150 servers in 25 countries. Kali supports more games than any other 
Internet gaming system, including DOOM, DOOM II, Duke Nukem 3D, Heretic, Hexen, 
Quake, and more. The Kali system runs in DOS, Windows 95, Macintosh, and even OS/2. 

Kali has a simple philosophy...quality Internet gaming that won't cost you an arm and a 


leg every time you play. Don’t worry about your wallet when you are in the middle of a 


Deathmatch and don't know when—or if—you will come out of it alive. 

Kali began as a DOS program that tricked your computer into thinking the person in 
Australia was actually on the same local network as your computer. The success of the DOS 
program led to the development of an OS/2version, a Windows 95 version, and most 
recently a Mac version. 

You need a good computer to run Kali—a 486/50 is an absolute minimum—with one of 
three things: a modem (a 28.8K modem is highly recommended); or an Ethernet card (for those 
with direct connections, like on many college campuses); or an ISDN modem (for those lucky 
enough to have the service provided; call your telephone or cable company to find out more 
about them). 

If you are like most of us, you have a modem connection to the Internet. The most com- 
mon type of Internet account is PPP It is also referred to as a dial-up network account. Be 


(Continued on next page) 
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sure to get a provider that has at least a full T1 connection (not a partial T1) and offers true 
PPP (not an emulator). 

Online services like AOL, WOW, Prodigy, and Pipeline do not yet provide the required 
type of connection. 

Once you have your computer connected to the Internet by dialing into your ISP you 


run Kali, find a game, and launch yourself into mayhem. You can download a copy of Kali 
from the Kali Web site located at http://www.axxis.com/kali/. 


SEEKING BALANCE IN ALL THINGS 


The World of Quake is an ever-changing world, and you can choose to be a part of it 
by logging on and fragging away. If you decide to enter the world of Quake, though, 
don’t allow yourself to become obsessed. Balance your life and your play. Quake 
Deathmatch can be an extremely addictive diversion; students might find grades slip- 
ping, nocturnal Deathmatchers will lose sleep, and some overly obsessed players can 
play themselves out of their jobs or their relationships. This is no joke—because hun- 
dreds of Quake players have allowed this harmless little diversion to literally take over 
their lives. 

It can happen quite innocently, too. A player starts to play with a friend over a 
modem or with a co-worker on a network. The player gets better and does well against 
the now-familiar opponent. Then the player ventures out into cyberspace to match 
skills with other unknown players. At first, the player is not used to the others’ hiding 
places, tactics, and strategy, so the player gets his or her butt kicked constantly. The 
player then decides to stay up all night reading a book on Deathmatch, perusing Web 
sites with Deathmatch information, and practicing the moves to get better at fragging 
unknown opponents. After a while, the player turns the tables and starts to kick some 
tail. A week or so goes by when the player is constantly number one, with the high- 
est number of frags on every server he or she plays. Then one day some new, awe- 
some opponent shows up and continually blasts the player in the face with rocket fire 
and disparaging trash-talk. The player is furious and is later told by other players that 
the new opponent is in a clan. A clan? The player then investigates clans and realizes 
that there are other higher levels of play against more highly skilled clan players. 

With each new challenge, the time investment goes up considerably. The player 
starts and organizes a clan, and then invests more and more time hunting down and 
fragging that awesome, trash-talking opponent. The diversion escalates to obsessive 
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proportions. This is how playing Quake Deathmatch levels can easily become habitual. 
(Some therapist might even form a support group for “Compulsive Quake-lings 
Anonymous. ”) 

Enter the world of Quake with solid fortitude, soldier, and take Quake in light 
doses. Do not let it take over your life. 
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ant to know more about the origin of Quake clans? 
This chapter lists a small sampling of clans that exist on the Internet for the primary 
purpose of competing against other clans in Quake Deathmatch contests. Provided 
with each clan description (in its own words) is some essential information on the 
clan, including its origin, some biographical data on its members, its e-mail address 
(if available), and a few Deathmatch tips that conform to the clan’s philosophy of 


Deathmatch play. 


SELECTED CLANS 


To gather information on clans listed in this chapter, a questionnaire was sent to a 
wide range of clans over the Internet. The clans listed here responded in a timely man- 
ner that allowed them to be included in this book. Clans are listed alphabetically. This 
sampling of clans can help you learn a little about how clans sprout up, the kinds of 
people who make up a clan, and relevant tips and strategies from a few clans that per- 
tain to clan warfare in Deathmatch contests. You’ll also discover how dedicated these 
clans are to Quake and how strongly they desire to become the number one clan on 
the Internet. You can find any of these clans by visiting the Clan Ring site listed and 
then choosing the Members page to find specific clans. 


All the clan wars graphics used with permission. Copyright © 1995-1996 by i mall, Inc. All rights reserved. 
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One thing you should be aware of if you intend to engage in 
clan warfare: when you see the “no camping” logo on a clan’s 
Web page, it indicates that they don’t camp and that they don’t 
tolerate opposing campers. Keep that in mind when you chal- 
lenge a new clan to a battle. 


ARCHANGELS 


From the Depths of the Underworld, the most vile and evil of the condemned were 
cast away. Too cruel to remain in Hell, they now seek entertainment in the killing of 
other players. You can send the ArchAngels e-mail at sca00010@mail. wvnet.edu. 


© 4004 B.c. The ArchAngels first join together to torture the lost souls of Hell. 


1034 B.c. After ravaging the land of Egypt, Hell is filled with fresh victims 
and the ArchAngels are pleased. 


© A.D. 743. Becoming bored with tormenting the damned, the ArchAngels 
take a break on Earth. They call it the black plague. 


@ A.D. 1055. Assuming the form 
of gods on earth, the 
ArchAngels lead many Greek 
men and women to die for 
their selfish pleasures. 


@ A.D. 1996. Expelled for beat- 
ing Satan to the brink of 
death, the ArchAngels now 
find their home on the 
Internet. Now they’re looking 
for you! 


ARRAY OF HOSERS 


I think Damage, Inc., summed it up best when they said, “We don’t have some lame- 
ass story about how we were transported to QuakeWorld on magical goat farts.” We 
all played Quake, wondered why all these people had funny symbols on their names, 
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figured that working together we were 
probably better than most anybody, and 
decided we’d form a clan ourselves. 

We wanted to have a stupid name so 
that people knew we were mocking 
those that have names like “Legion of 
Death” because they really aren’t—we 
still kick their ass. We were going to call 
ourselves “Ball of Tape,” but most of us 
thought it was simply too stupid. As 
“Hoser” is a fairly well known term, and 
is a CMU-originated term (Carnegie 
Mellon University is where we are based), 
we figured it might be appropriate. As 
arrays are data structures in computer science, and almost all of us are in computer sci- 
ence or electrical engineering anyway, we figured it would be a little more fitting. 

I, William T. Wilson, AKA Fire_Hose, am the leader of the clan. When not involved 
in clan actions, you can sometimes (rarely) see me as Clueless. I’m 19, the youngest 
of us is 18, and the oldest is 21. All of us are students at Carnegie Mellon University. 
We all live in the same dorm, actually, which is how we know each other in the first 
place. We really don’t have girlfriends. We are computer programmers, after all. 
Besides, who has time for that when there’s Quake? You can send the Array of Hosers 
e-mail at fluffy@cmu.edu. 


Tips 
The most important thing about Quake is to know what’s happening. Like they say in 
the Air Force, “Lose sight, lose the fight.” If somebody’s shooting at you and you’re 
looking right at him or her, you’ll be able to both shoot back and get out of the way. If 
you’ve got a mouse and the enemy’s got a keyboard, the enemy can’t move, aim, and 
fire all at the same time, so you’ve got a big advantage. On the flip side, if opponents 
sneak up behind you (or they are camping and you don’t see them), you’re dead before 
you know it. Learn to look for the red dot on the gun—it shows up even if opponents 
are in total darkness, unless they have the axe. 

Also learn where the stuff is in the level and roughly how long it takes for it to 
respawn. Often we’ll come in almost dead last in a level in some registered Deathmatch 
server that we’ve never seen before just because everybody else has rockets and we’ve 
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got squat. If you don’t know where you’re going, you’re just a bot with bad aim. Also, 
if you’re new, play on an unregistered server for a while just so you’re not overwhelmed 
by all the levels. Some of the later levels are pretty terrible anyway—most of the first 
eight are good for Deathmatch play. 

One thing we think really gives a clansman the edge is the presence of other clans- 
men in the game to not shoot you. If there’s 10 people shooting at you and 12 people 
shooting at everyone else, you have an advantage. And you can also follow a teammate 
who has a big weapon until he kills someone and then take the dead opponent’s 
weapon, which might be better than what you have. Alternatively, if someone kills your 
teammate, you can pick up the teammate’s stuff and not let the other guy have it. 


BLUE LIGHTNING 


The clan started with a small confusion between its leader and 
a friend who was starting a clan. After we discovered we had 
accidentally made two independent clans, we decided to keep 
them separate. Then we formed an alliance called the Octagon 
Elder Clan. The Blue Lightning is one of the small, more power- 
ful clans. We're not giants and we’re not rich, but we can do some 
serious damage. As for Quake, remember it’s only a game. You 
can send the Blue Lightening e-mail at ultimus@ capital. net. 


BUNK THE CLOWN CLAN 


Knabber was bored in American Literature 
class one year ago. He was doodling in his 
notebook and managed to draw a funny- 
looking clown. He submitted it to the 
school’s art and literature magazine, but it 
was not accepted for inclusion. Alas, this 
clown had no name. So, Knabber thought 
long and hard, and with the collaboration 
of Rama and FilterBan (two of his friends), 
Knabber named him Bunk because he had 
a trashy look to him. 
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Bunk the Clown became an icon of the oppression in the American Literature class, 
and he quickly gained popularity. So, a year of boring American Lit behind us, Rama 
finally got the Quake CD. We went absolutely ape over it, and saw the beginning of 
our own clan. We wanted to be different and humorous, so we honored Bunk and cre- 
ated our Quake clan in his name on Halloween 1996. The Midget Clown Mafia Clan 
is allied with us to form the Clown Alliance. Our two clans joined because of strong 
similarities in both skill and title. They complement our skills greatly and serve 
to increase our deadliness. You can send the Bunk the Clown Clan e-mail at sinesio@ 
earthlink.net. 


Tips 

One technique we promote is camping intelligently. Pick dark ledges above respawn 
locations or high-traffic areas and just pick people off. After five frags or so, move to 
a new location. If this is done correctly, this is one of the best strategies to use. Be fore- 
warned, camping in one spot is liable to get you mauled and yelled at by the rest of 
the Quakers. 


CLAN MALICE 


Clan Malice was formed by an alliance 
of three Quakers—Modus, Pazu, and 
Taps—as an alternative to what the 
other clans had to offer at the time of its 
inception. We were looking for a clan 
that emphasized teamwork and skill 
over rank and status. Unable to find such a clan, we formed our own, and so Clan 
Malice came into being. You can send the Clan Malice e-mail at pazu@earthlink.net. 


Tips 
Clan Malice offers the following tips: 
© Know every detail of the level you are playing in. Configure your con- 


trols with attention to every possible movement, and use the mouse. It’s 
tough to get used to at first but will pay major dividends in the long run. 
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¢ Camping. It is not honorable, and we don’t do it; but this is the biggest 
way to gain an advantage, by basically denying the opponents the heavy 
hardware. 


& Some people have done such things as change colors in Deathmatch play 
so that you can’t hurt them, and then they change back when you turn 
your back and they blast you. But that’s about the worst thing we’ve 
seen. In Capture the Flag (CTF), some people change their shirts to the 
other team’s color to confuse opponents (this is called cross-dressing). 


CLAN NANITE 


For centuries, a line of guardians have 
existed on earth, each given super- 
human power by microscopic machines 
implanted in their blood. Until now, one 
such guardian could exist at a time, but 
with the discovery of the dimensions of 
Quake, more were needed, and thus 
more were created. Today, this clan of 
warriors strives to bring order to the 
chaos that is Quake as efficiently, and 
ruthlessly, as is necessary. To all those 
who would oppose domination by Clan 
Nanite, a warning: No flesh shall be spared. You can send the Clan Nanite e-mail at 
cs1@jhunix.hcf.jhu.edu. 


Tips 

Of all the personal strategies for a skilled Quake player, keeping cool when playing is 
the most important, hands down. If someone’s beating you to a pulp, frustration will 
let him or her extend that lead into an undignified whipping. Stick to your playing style, 
and don’t rush in without being fully powered up, giving your opponents the advan- 
tage. For the newbie, don’t think you can get by using the keyboard because it’s easy 
to learn. A trained mouser can out-turn, out-aim, and out-maneuver you every time. 
The motto that will save you time and again is to be better prepared for a one-on-one 
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duel. Have more armor, more health, better weapons, and, above all else, master the 
circle-strafe. 


CLAN OF THE BLOOD MOON 


This clan describes its members as tortured souls 
whose bodies were once cast to the moon to 
bleed. They have been in existence for six months. 
You can send the Clan of the Blood Moon e-mail 
at ghostwhl@ziplink.net 


Tips 

The most important thing to know when playing 
Quake is to know your level. Know the locations 
of powerful weapons and armor as well as secret 
places. This is the key to success. Also, to sharpen your skills, we recommend play- 
ing against the reaper ’bots at skill 3. They are fast, accurate, and hard to kill. We are 
an honorable clan that fights a fair fight. We don’t camp and we hate those who do. 
Given an even ping, we will always provide a challenge. We think we have some of 
the best players in the world in the Clan of the Blood Moon. 


CLAN SHRIKE 


An evil predator was taking control of the land—a ferocious, spiked, man-like crea- 
ture known only as The Shrike. From all corners of the land, eight elite warriors were 
called to band together to stop The 
Shrike and the spread of its influence of 
devastation. In addition, Clan Shrike has 
vowed to annihilate all clans of darkness 
who have fallen under the spell of evil 
cast by The Shrike. 

Seven men and one woman found 
affiliation, clanhood, and friendship as 
Clan Shrike set out on its quest. Each 
warrior has a specific ability, specified by his or her name, which will enable each to 
be an asset to his or her clan. We’ve been in existence since September 18, 1996. 
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Tips 

Learn the levels! Know where the weapons and armor are. We recommend that you 
be respectful of others and make friends in high places. We also think that listening to 
the level is important. Listen for people picking up items near you. Listen for the quad 
and 666 medallion. Sounds are the key. 


FISHERS OF MEN 


We are the only Christian Quake clan out 
there. We were a bunch of Christians 
who liked Quake Deathmatch but didn’t 
like all the satanic clan themes out there, 
so we formed our clan together. You can 
send the Fishers of Men e-mail at 
jcowan@mail.snu.edu. 

Apostle is the leader of the clan. 
Apostle is 19 years old and is currently 
attending Southern Nazarene University. 
Ioannes is another clan member. He 
helped form the clan, and together 
we’ve been training other guys at school 
to play with us. Our favorite remark to 
use while playing is “Heaven or Hell. 
Prepare to meet God.” We all attend 
Southern Nazarene University and are 
all Christians. We had the same goal: to become a dominant Quake clan and to be 
known for our Christian values. Any Christian is welcome to be a part of our clan. 


Tips 

In a clan game the most important thing is control. Use good teamwork and control 
the good weapons and armor. Some call this camping, but it’s controlling it for your 
team members and keeping it away from the enemy. Good teamwork can stop any team. 
Just like in sports, a clan can have great players, but if they don’t play as a team, they 
will fall. 
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FRAG KINGS 


The Frag Kings are from London, U.K. We started this 
clan in late October 1996. The Leader of the clan is 
Elliot Tong. The Frag Kings have reached 11 in total, 
and unless there’s an exceptional player interested 
in joining, they will stop accepting new members 
at this stage. You can send the Frag Kings e-mail at 
eltong@dial. pipex.com. 


Tips 

Use the mouse, get yourself an ISDN, and never fight 
with the shotgun. Get well equipped before you fight. 
If you’re on a slow connection, fight as an observer rather than an active participant; 
don’t pick a fight yourself, shoot into other fights. 


THE HYBRID HORROR 


OK, for most of the time, we were known 
as Clan Tomato, but that got old, and we 
needed to get a new site, and a new 
name, so we are now The Hybrid Horror. 
The name The Hybrid Horror comes 
from the little tiny Quake instruction 
manual that comes with the game. And 
if you look closely enough, you will find 
out that hybrid horror is how the booklet describes the enemy Vore. You can send The 
Hybrid Horror e-mail at roman @starnetinc.com. 


Tips 

We think a beginner Quake player should learn how to use the mouse. That is the best 
tip. If you don’t use the mouse, you are going to be eating pineapple for a long while. 
You’ll have pineapple pieces in your teeth when you go to Heaven or Hell. Yeah, use 
the mouse or die. 
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THE IMMORTAL ONES 


Our leader and a weirdo from the East coast named 
CorwynT always got into big fights in Quake and was 
constantly trying to beat other Quake players. After 
many knock-down drag-out battles an assortment of 
skilled players decided to join forces in a new clan and 
crush the world. The Immortal Ones came into exis- 
tence two weeks after Quake came out. You can send 
The Immortal Ones e-mail at omega@cdsnet.net. 


Tips 
The mouse is the key. Our leader switched to the mouse around the middle of 
November, 1996. After a month he has heard more compliments on how much he has 
improved his game than on anything else. We cannot recommend the mouse enough. 
Our leader completely hated the mouse for the first four days, but he tried it and just 
stuck with it until finally it began to come naturally. 


KILLFX OF DESIGNFX INTERACTIVE, LLC 


KillFX came to be one cold and stormy 
day when the Web gods had failed to 
bring us things to do, so we went out 
searching and came upon a thing they 
called Quake. We wondered, What is 
this thing they call Quake? Can it be as 
big as the previous disaster, DOOM? So 
we hunted it and tracked it and captured 
it. After examination we determined, 
yes, this is bigger and meaner than 
DOOM, and we rejoiced, because we 
had received a good thing from the Web 
gods, and we indulged and attacked and 
killed and destroyed. And then we 
formed into one as a clan, taking the 
powers of all the individuals and putting 
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them into one massive unit, called KillFX! You can send the KillFX e-mail at 
johnc@designfx.com. 


LEGIO XVII TRIMARI 


In A.D. 9, three Roman legions were sent 
by Augustus into the Teutoberg forest, 
which is now present-day Germany. 
None of the legions were heard from 
again. Although it is believed that they 
fell to Germanic barbarian tribes, one 
was lost to a darker force. As Legio XVII 
marched through the swampy terrain, a 
dark shadow passed over them and they 
were taken into the realm known as 
Quake. 

Now, faced with demonic terrors 
and other horrors, Legio XVII must once 
again prove the might and power of the 
Roman legions. . . . The Legio XVII 
Trimari appeared in the realm of Quake 
on November 7, 1996, some 2000 years 
from their own time. We try to have fun, 
and don’t put anyone down at all. We 
like to keep games fair, and, most of all, 
enjoy playing CTF. We take in new play- 
ers, and show them the ropes of playing 
CTF and Quake in general. We are not a bunch of elites, because people with big egos 
are normally not fun to be around anyway. 


Tips 
Practice strafing around and dodging. Load up a dozen reaper ’bots into a small level 
and see if you can even survive and get some kills. Know the level as well as you can. 


You should know all secret areas and power-up sites. If you are playing CTF, get used 
to using the grappling hook. 
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MEN IN BLACK 


Men in Black just plain flat-out kick ass. 

Remember, campers will be shot 
and hunted down in the depths of 
QuakeWorld. 


Tips 


We don’t share our secrets! 


THE MILLENNIUM CLAN 


The initial idea for this clan came from our leader and DeathDealer, with further incen- 
tive added by Paradox? later on. We formed at the end of October, 1996, took our name 
after the excellent FOX Television show 
that was starting up, and soon found our 
final two members to bring us into qual- 
ification for Clan Ring. It was about the 
beginning of December, 1996 that all five 
of us had finally been recruited. Once 
that was settled, we went to work trying 
to set ourselves up for clan matches, get- 
ting registered, and so forth. To this day, 
we continue to fight on QuakeWorld, as well as program new levels, models, and add- 
ons. You can send The Millennium Clan e-mail at shawnh@sni.net. 


Tips 
Strafe. Learn to strafe. Keep your itchy finger 


off the mouse look; it'll kill you every time in 
a close-up firefight. 


NIGHTBREED 


The Nightbreed are an ancient race of subter- 
ranean creatures. The harsh and savage envi- 
ronment of our home, the Underdark, has 
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molded us into exceptional warriors. Still, the Nightbreed enjoyed peace among them- 
selves until the pale-fleshed ones came with their flashlances and other strange 
weapons. This attack from above angered the Nightbreed, and we have since turned 
our attention toward mastery of such projectile weapons in order to war against the 
wretched, pale-fleshed ones. 


THE OBSIDIAN ORDER 


The Obsidian Order was formed on Stardate 
961207.3. We are the elite part of the Order that 
is in charge of eradicating all enemy clans in the 
world of Quake. Our first function is spying and 
infiltrating other races, but when Quake came 
around we assumed this new function. We are a 
proud race, the Cardassians, and exist only to 
dominate. “You do not make a pact with an 
enemy, you eradicate them.” 


Tips 
The most important thing to know is always move around. We recommend you learn 


by using the mouse. Again, always move around in the map, and do not camp. Play 
on servers without power-ups and runes or the grappling hook. 


PLAGUE 


This guy Mimic and our clan’s leader 
saw each other on the introl server 
(192.124.43.73) and decided to make a 
clan. We all came together just for the 
hell of it. End of discussion. We do not 
want to recruit any more men. We feel 
we are too large with 103 members. We 
would just like to say that Plague kicks everyone’s butt! We will overcome any chal- 
lenge and kill any opponent. 
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QUAKE LORDS 


Lone Warriors got tired of fighting single 
battles, so we formed to combine skills, 
firepower, and aggression in the dark 
times when bugs ruled the world of 
Quake. We’ve been in existence since 
July, 1996. You can send the Quake Lords 
e-mail at jaime@telecomet.co.uk. 


TH 


YU AK LORDS 


Tips 
Understand the layout and location of secrets in all lev- 
els. Never stop running; always move; you stop, you fry. 


THE QUAKING ILLINI 


The University of Illinois at Urbana-Champaign and its 
incredible network of T3s is where we got started! We’ve 
been in existence since September 24, 1996. You can send 
The Quaking Illini e-mail at pbaker@uiuc.edu. 


THE RUTHLESS BASTARDS 


We are the Clan Ring T2 NA Open Division Champions! Growing tired of the death 
and destruction that our battles amongst each other have caused, an elite team of the 
greatest Quake champions has been 
formed. Our mission: to dominate Quake- 
World, forever. We formed in the college 
town of East Lansing, Michigan. It 
started with a group of hardcore DOOM 
II vets who did battle with each other on 
a daily basis, getting in thousands and 
thousands of hours of experience slay- 
ing one another. 

Of this circle of players, two have emerged as unstoppable forces: Chaos and _fo0k. 
Neither would grant victory to the other. Their insatiable desire to destroy one another 
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was felt clear across the Net. Many are the poor souls who have been horribly gibbed 
in the crossfire between the two. After a series of tournaments, still nothing had been 
resolved. Chaos had won two times, but _fo0k did not compete in one of them! _fo0k 
also snatched a tourney from the clutches of Chaos. Suddenly, the cold realization that 
no more tourneys were being held left these two rivals with unresolved business! The 
only thing left to do was unite and conquer all that were not Bastards! 

We’ve been existence since late August, 1996. You can send the Ruthless Bastards 
e-mail at chaos@tcimet.net. Or visit us in #club_bastardo on EF net IRC, the hippest 
Quake channel on the Net! Talk one-on-one with your personal Quake heroes. 


Tips 
Play a lot. It is more important in the clan scene to work as a team than perform indi- 


vidual heroics. That means controlling the power-ups and equipment. Get it, share it 
with your clansmen, and deny it to your enemies. 


SACRED/PARADOX 


Two old friends joined a clan, and the clan 
went insane. The friends started their own 
clan based on the initials S and P because 
they are Smashing Pumpkins fans. We’ve 
been in existence since September 7, 1996. 
Sacred/ Paradox is out to have fun, but don’t 
put us out of mind; we don’t lurk in the 
shadow or try to blind with light, we just go 
straight ahead and we like to talk. You can 
send the Sacred/Paradox e-mail at dgfitch@ 
students. wisc.edu. 


TIGER CLAW 


We are all students at Olivet Nazarene 
University in Kankakee, Illinois. We 
decided to use our school mascot, the 
Tiger, in the naming of our clan, but we wanted to give it a darker name, so we added 
the Claw. We’ve been in existence since September, 15, 1996. 


NA 
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UNABOMBERS 


All we want to do is be the best. We 
aren’t devoted to a pathetically stupid 
theme; we just play Quake. The clan has 
no rules, we do what we want because 
all that’s important is that we rule the Quake world! You can send the UnaBombers e- 
mail at rowell@proaxis.com. 


our clanis not devoted to a theme 
Tips we are nat devoted to anything but lacking ass 


You must use the mouse! Without it you [RDM Ghat members to any rules. 
are just another loser. And make your A 
screen smaller; it makes it easier to aim MAURIE suffer first. because they such! 
and the game runs smoother. Don’t camp; 
get what you need to kick some butt! 
Our clan rules. We are not keyboard players. We are 
well organized, and we show up for clan wars. Our clan 
page rules! We like Rage Against the Machine! Which 
doesn’t matter, but if you want to lose, come play us. 


THE UNDERGROUND CLAN 


If we’re going to go down, we’re taking you with us! 
We’ve been in existence since September, 1996. The 
Quake server we prefer is at: 199.242.25.4. 


THE USUAL SUSPECTS 


The movie of the same nameis our inspiration, 
and we’ve been in existence for two months. 
When our leader played at work against some 
players, he won by over 100 frags. There were 
two other players that are in clans. One is in 
ours, the other is in another clan. 
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appennixa The Future of Deathmatch 


Where is Deathmatch heading, and what can you expect from the next crop of action 
games, technology, hardware, and online services? There is no clear answer. Game 
companies come up with new twists on current technology every hour of every day, 
but it will be hard to determine who’s going to invent the next DOOM or Quake. 
Nevertheless, from a technological standpoint there are many promising aspects that 
will undoubtedly impact 3D action gaming substantially in the years to come. Below 


are a few of our prognostications and hopes. 


TECHNOLOGY’S ROLE 


Not only did DOOM improve on the 3D world in regard to texture mapping and game 
play, but id Software also introduced the multiplayer aspect known as Deathmatch. 
Most, if not all, 3D games that have come out since DOOM feature Deathmatch play 
or some sort of multiplayer capability, because the game-playing public has grown to 
expect that this aspect of game play is included. In fact, Dark Forces is the only 3D 
action game to come out that doesn’t feature Deathmatch play, and that could be a 
deterrent for somebody who is considering purchasing the game. It all depends on the 
individual, but Deathmatch has become a prerequisite for buying a 3D action game. 
So where does the PC gaming industry move next? 

To be a success, future Deathmatch games should offer the latest technology, while 
using existing hardware configurations. This is going to be a great challenge, considering 
the initial uproar from infuriated game players who couldn’t play Quake immediately 
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because they were limited by their 486 processors. Quake requires at least a low-end 
Pentium processor, so future 3D games should allow people to use their existing com- 
puters to play and not force them to upgrade the processor. Quake is great if you have a 
Pentium processor, but all the 486 people were sort of left out in the cold on its release, 
and they couldn’t play unless they dished out megabucks for a new computer. 

Of course, the flip side to this issue is that as technology progresses, more people 
end up upgrading their systems at some point. Deathmatch games are always going 
to have to use the latest technology, and Quake proves this point; so almost without 
question Deathmatch games will not be created much longer for use on 486 machines. 
If a good 3D action game comes out now that will allow you to use both the 486 and 
Pentium processors, chances are it would be a huge success! The rise of the MMX chip, 
though, changes the picture totally. 

In fact, when Deathmatch games first came about, the game-playing public screamed 
for more titles that featured Deathmatch. There are now so many Deathmatch type of 
games on the market, you can actually be choosy about which Deathmatch games you 
purchase or play. I once thought that gamers could get bored with the Deathmatch aspect 
of game play, but they proved me wrong when Quake was released. Almost any night of 
the week, you can get on the Internet and see hundreds of gamers maiming and killing 
one another on Quake servers around the world. I thought that the lack of detail in these 
games would slow down its popularity—but boy, was I wrong. 

Some early games like Rise of the Triad were very good at providing levels espe- 
cially made for Deathmatch, but I felt that hard-core gamers would want more objec- 
tives and purpose in their games. I think the game manufacturers have caught onto 
this idea because of the success of games like Command and Conquer, Warcraft, and 
Red Alert. 


The Reality of Nailguns 


Do you like how the nailgun rips the flesh off of your Deathmatch opponents in Quake? Did 
you know that the nailgun found in Quake is based on a real weapon? The real nailgun was 
being developed by the United States military, and it could still be under development for 


use by its soldiers. 

When you pick up ammunition for the nailgun in Quake, you pick up a box of 
Flechettes. Flechettes are small pieces of titanium or stainless steel with little fins on the 
back end, making them a little like nails. That's right, nailguns don’t shoot the nails you 
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might find in your local hardware store. These are specially designed pieces of steel that can 
be fired at the rate of 5,000 rounds per second. Talk about a body piercing! 

The drawback to this fast firing rate is that the Flechettes produce too much heat and 
friction for the barrels of the nailgun, and until military designers find a barrel that will with- 
stand this intense heat, they have deemed the nailgun impractical. At least that’s what they 


are telling the general public... . 
The propulsion used to fire these nails is a cubic millimeter of metallic hydrogen. Once 


it's placed into the chamber of the nailgun, and the pressure is let off, Kablooie! Nails are 
shot forth at an alarming rate. The only problem with this method is that several tons of 
costly equipment is required to produce the metallic hydrogen used in the nailgun. Firing 
these nails into a human at such high speeds will also produce a large dose of hydrostatic 
shock. This additional shock will do more damage than a 7.62mm NATO bullet. Now that’s 
some power! When and if the U.S. military finishes developing these weapons, our soldiers 
will have decisive superiority in future wars and conflicts that involve hand-to-hand combat. 


HARDWARE 


The face of gaming will be challenged not only by the games we play, but also by the 
equipment used to play the games and the technology used to program the games 
themselves. Differences in our computers, graphic cards, processors, and how we net- 
work our computers will play an important part in all of the games that we’ll see in 
the late twentieth century, as well as the games that will be designed as we build that 
cyberbridge into the twenty-first century. No doubt about it: it’s an exciting time in the 
gaming business, and the whole industry is still in its infancy. The possibilities are 
endless, and as long as humans have an imagination, the industry will grow. 

I can envision areas in malls and theme parks where you'll go to jump into a game 
pod and challenge your long-distance opponents to realistic 3D virtual reality games. 
This is being experimented with in locations now, but the games are usually locally 
networked or are meant for single-player enjoyment. 

With the success of cable modems and the distant possibility of Internet access in 
virtually every home, you could see Deathmatch taking on a life of its own. Deathmatch 
could be the social event of the twenty-first century. Instead of going to the movies 
with your pals on the weekend (laying out $30 for a ticket, popcorn, and soda), why 
not hop on the Internet using your cable box and new gaming hardware to blow each 
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other’s heads off—for free! What fun the future could be! I can hardly contain myself, 
thinking about it. 

Speaking of the future, keep your eyes peeled for the following computer devices 
and technological advances, which are going to make future Deathmatch gaming even 
more exciting! 


The SideWinder 


Microsoft has decided to try to duplicate a Nintendo 64 type of controller for the home 
market. This controller is called the SideWinder Gamepad. This controller is leading 
the way for home computer game playing. The main reason this controller rules is the 
ergonomics of the controller itself. Most gamepads are flat, and they force you to bend 
your wrists. If you’ve been playing Quake for hours, your wrists will begin to hurt if 
you're playing with a standard controller. The SideWinder is different, because it’s 
shaped like the Sony Playstation controller, with two outstretching handles to hold 
onto while you play in a more natural hand position. 

The best futuristic aspect of the SideWinder is the fact that four controllers can be 
daisy chained. This allows up to four gamers to be gaming simultaneously on the same 
machine from the same port. You get six buttons and two triggers, while the D-pad on 
this controller allows you to assign keyboard commands to its Side Winder buttons for 
each game, taking advantage of gaming macros. You can also daisy-chain your joy- 
stick onto the back of your SideWinder. It seems that Microsoft has been studying the 
wants and needs of gamers, and they have come up with an excellent controller (among 
many that will surely be on the market) for the future gaming generation! 


The SpaceOrb 


As a 3D game controller, the SpaceOrb 360 is one of the most peculiar-looking input 
devices because of the actual orb-like control it features, as shown in Figure A.1. This 
controller promises movement along six axes instead of the four you get with any ordi- 
nary joystick or gamepad. The SpaceOrb is the next generation of the earlier released 
Spaceball Avenger. The Avenger was a test market idea, which was used to gather 
ideas to incorporate into the SpaceOrb 360. Feedback gained from the Avenger allowed 
the Spacetec company to create a very cool controller. 

The SpaceOrb features a comfortable plastic grip that is molded neatly to the shape 
and size of most hands. You don’t have to use a lot of force to move the full 360 degrees 
the Orb allows. This controller also features six buttons, two on the shoulder of the 
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FIGURE A.1: The SpaceOrb features 360 degrees of movement by using its orb. 


pad and four on the main body. These buttons can also be programmed to perform 
keyboard functions. You can get more information off the World Wide Web at 
http://www. spacetec.com/. 


The Voodoo Chip 


If you don’t want to replace your current video card, but you want the added func- 
tionality of fast 3D rendering in your video games, well, your wait is over. With the 
advent of the Voodoo chip, this is now possible. What does the Voodoo chip do? Well, 
it delivers arcade-quality 3D graphics to the PC platform at an affordable price. One of 
the best cards to feature this technology is on the market now: the Righteous 3D card 
by the Orchid Company, as shown in Figure A.2. This card isn’t going to replace your 
current card; rather, its only purpose is to help it out with the heavy 3D rendering that 
many new games will to require. 
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FIGURE A.2: Orchid leads the pack with this Righteous 3D graphics card. 


The video signal from your current graphics card will pass through the Righteous 
3D card, which will then grab control of your monitor and will give up control of your 
monitor only when you’re done playing the game. 

You may already have a high-performance 2D video card that you don’t want to give 
up just to replace it with a 3D graphics card, and the Voodoo chip allows you to keep your 
2D card. There are already quite a few computer games on the market that will take advan- 
tage of the Righteous 3D video card, such as Descent II, Hellbender, and Shattered Reality. 
You can read more about the Orchid Righteous 3D video card on the Internet at 
http://www.orchid.com/. 


FunWIRE 


OK, so you’ve read about Deathmatch and you’ve played over the Internet . . . but now 
you want to be able to play Deathmatch using the computers you have at home, which 
are not on a LAN (local area network). Well, with the advent of FunWIRE, it’s possi- 
ble to play at home! FunWIRE is a product from the Moses Corporation that allows 
you to set up a game network at home quickly, easily, and with as little pain as possible. 
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FunWIRE comes with internal or external adapters that connect your computers 
together with the included wire. The wire looks a lot like telephone wire. 

This system is great for those who want to play DOOM or Hexen Deathmatch at 
home, but it doesn’t feature the proper drives to play more recently released 3D action 
games like Quake and Unreal. They are working on drivers for these newer games, 
but you’ll have to wait for those if you decide to purchase the system now. 

FunWIRE is a promising new way to set up computers in a network for gaming 
purposes, and it may have its limitations on game play right now; but like any great 
gaming device, it will likely learn and adapt. So don’t be surprised if you see FunWIRE 
II, the sequel, with Quake and Unreal support in the near future! 


DSVD Modems 


What if you were playing Duke Nukem 3D, and you wanted to yell at your teammates 
or opponents in real-time voice while playing? Well, with DSVD modems, that’s pos- 
sible. DSVD is an acronym for Digital Simultaneous Voice and Data. You can use a sin- 
gle telephone cable with these modems to communicate via both digital and voice 
data. This was once impossible years ago with modems, but the DSVD modem splits 
the bandwidth into two distinct chunks of data on a single line. Eight kilobits per sec- 
ond is used to transmit voice at the same quality as that of a standard phone call, while 
the rest of the modem’s throughput is used for gaming data. When you're not using 
the voice portion of your modem, it’s used for data, making this modem a choice solu- 
tion for gamers worldwide. 

DSVD has been in the planning and working stages for nearly two years, but 
because of manufacturing disagreements about which standard to adhere to, the 
release of these modems has been delayed. In May 1996, the International 
Telecommunications Union settled on a standard, which is undergoing ratification 
now. Since manufacturers have agreed on this standard, they can make modems that 
will talk to each other. 

Although a standard was created, there were (as usual) some manufacturers who 
tried to get a jump on the market and have modems that don’t adhere to the standard. 
Because of this, their DSVD modems will talk with only each other. These are the modems 
that you really don’t want in your system due to incompatibilities with future modems that 
will use the DSVD standard for communications. 

These modems are the EigerLabs HeadOn Modem and the Hayes Accura 288 
DSVD. They may promise software ROM upgrades to make them compatible, but to 
get the most out of your hard-earned money you should buy the correct modems up 
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front. DSVD is an exciting new way to play games, and you don’t want to mess around 
with the technology to get it working in your system; you just want to play games, 
right? 

You might want to wait until the DSVD standard is more widely available, to buy 
your first DSVD modem. The standard has been given a name on the new modems, 
and it can be recognized by the V.70 standard. If you want to save yourself some 
headaches in the DSVD market, wait and buy a V.70 standard DSVD modem. 


SimulEyes VR 


Virtual reality for the home user has always been something that in the past has cost a 
lot of money. Futuristic devices like the 
SimulEyes VR bring virtual reality to 
the home user for an affordable cost. The 
SimulEyes VR glasses are affordable, 
retailing for about $200. Not only are these 
glasses relatively cheap for what they do, 
but they’re not at all tough to install. 

You don’t have to install a separate 
card into your computer to use the Simul- 


Eyes VR set. You simply plug the glasses 
into your VGA port, and then plug your 
monitor into the glasses themselves. The whole installation takes about five minutes. 
Its manufacturer, StereoGraphics, has announced development plans with Apogee/3D 
Realms for Duke Nukem 3D, as well as deals with Interplay, Accolade, Reality Bytes 
and other game manufacturers for support in future 3D action games. 

If you want more information about the SimulEyes VR set, the company has a Web 
site located at http://www.stereographics.com. 


MMX 


Multi-Media Extensions (MMX) is going to the be the next big thing in gaming. This 
is the hottest set of instructions to hit the Intel-based PC chip in a long time! Intel has 
also been generous enough to license this MMX technology to all the clone chip- 
makers, thereby allowing the MMX set of instructions to be widely recognized in all 
new computers. 
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These 57 new instructions are what the new MMX enhanced chips will use to han- 
dle the computationally intensive stuff like decompressing video and running games 
like DOOM in higher resolutions, using 
faster frame rates, and providing more 
realistic environments for the huge vari- 
ety of games on the market. 

Some games, like Epic MegaGames’ 
upcoming Unreal, will be designed to 
take advantage of MMX, but most exist- 
ing games will not. The software that 
takes full advantage of MMX hasn’t been 
written yet though most of the 3D action 
games of the future will probably be cre- 
ated for this platform. 

Should you wait till the right moment, passing up the opportunity to buy a 3D 
acceleration video board until MMX comes out more universally? Well, that depends 
on you. Most games combine what’s called integer operations, otherwise known as 
transformations. This means actions like looking up results in precalculated tables, 
and, for many high-end 3D rendering programs, using floating-point math. MMX is 
going to be an integer-based system, which won’t accelerate floating-point math pro- 
grams at all. For floating-point math acceleration, you really need the Voodoo chip 
used on boards like the Righteous 3D video card. 

As of this book’s printing, even games like Prey will still use the floating-point 
math calculations and won’t not take advantage of MMX. Until programmers start 
making games that incorporate the benefits of this new technology, you’ll want to use 
the Voodoo chip boards in your computers—but realize that once they do start using 
MMX, their games are seriously going to rock! 


ONLINE SERVICES 


You're going to find services in the future that are dedicated to gaming, and gaming 
only. In the past we’ve had CompuServe, America Online, and the Prodigy Network, 
but in the immediate future, we’ll have places to spend our time and hard-earned bucks 
like TEN, Mplayer, and Engage Games Online. 

TEN is the Total Entertainment Network and can now be assessed through the 
Internet at http://www.ten.net, or though a dial-up service once you have their software. 
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TEN is currently around $30 for unlimited playing per month, or $50 with direct access 
and full Internet capabilities. For the budget-conscious, there’s an hourly rate of $1.25 
per hour, as well as a $7.50 per month charge for services. TEN features 3D Deathmatch 
action games, as well as strategy games like Warcraft, Duke Nukem 3D, and DOOM. 

Mplayer is another online service devoted to gaming and is a rival to TEN. Mplayer 
does seem to keep its level of expertise in the action game world, and is an Internet- 
based service only. You’ll need a reliable Internet service provider to take advantage 
of the Internet games available on Mplayer, but if action games are your thing, and if 
you don’t want to play on a service where half the players are strategy game players, 
then maybe Mplayer is for you. 

Engage Games Online is the only gaming service founded by a gaming company. 
Interplay is responsible for this service and may have trouble signing other game man- 
ufacturers to its service, but this is yet to be seen. Right now, Engage only features 
Interplay titles like Castles 2, Dragon Dice and MUD II. Descent is also a popular online 
game played on Engage, but this is once again an Interplay title. 

It seems like many of the major game manufacturers may follow the Interplay 
example in the future and start their own online gaming services. With the invention 
of the QuakeWorld setup, with the servers residing at id Software in Mesquite, Texas, 
and with Blizzard Software offering free gaming servers for Diablo, this idea may not 
be as far-fetched as you may think. 

The reasons behind the success of these gaming services are the fact that tradi- 
tional services like CompuServe and AOL never took the gaming market seriously, and 
the people in charge of these older online services never came from a background in 
gaming and didn’t have an interest in the hobby, other than exploiting it. This opened 
the door for places like Mplayer and TEN. Gaming services will continue to grow in 
one way or another in the future, as gaming becomes both more socially accepted and 
more fun! 


ACTION GAMES 


What 3D action games do we have to look forward to in the future? Well, let me tell 
you about a few that should be available sometime in the remaining days of the twen- 
tieth century. These future games will have names like Blood, Unreal, Dark Forces II, 
and Prey. 
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Blood is another upcoming game 
from 3D Realms, the same people who 
brought you Duke Nukem 3D. Blood was 
developed by Q Studios and was to be 
published by 3D Realms sometime in 
late 1996, but it may be pushed into a 
1997 release. Blood will use the Build 
engine: this is also the same engine that Duke Nukem 3D uses. From what I’ve seen, 
Blood has some really interesting weapons like a pitchfork, dynamite, flares, and a 
voodoo doll (see Figure A.3). Q Studios plan to offer Deathmatch with two players 
over modem or two to eight players over IPX-compatible networks. Blood really doesn’t 
offer any new programming techniques or advances, yet it still should be a new and 
exiting game to play on current systems. 

Dark Forces II: Jedi Knight is a future 3D action game coming from LucasArts, and 
it promises to deliver multiplayer capabilities. Is this going to mean Deathmatch in the 


FIGURE A.3: The upcoming Blood’s voodoo doll promises to be one of the most 
creative weapons introduced into the world of 3D action games. 
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Star Wars universe? I’m not sure yet, but it will be exciting to find out. There isn’t much 
known about this game as of this book’s printing, but if it’s anything like the first Dark 
Forces, this is going to be one truly exciting 3D action game, especially since this game 
is going to introduce gamers to The Force. 

Unrealis an upcoming game from Epic and Digital Extremes. Written for Windows 
95, it’s programmed to take advantage of the new MMX instruction set. In Unreal, 
you’re captive on a prison vessel that crash-lands on an alien world. The world has a 
detailed mystery behind it, which unravels itself throughout the game. The world is 
seamless, where you'll be able to go from one castle to another over rolling hills with- 
out any noticeable transition. The game will contain real 3D architecture, real-time 
lighting, high polygon characters (see Figure A.4), high-resolution support, and multi- 
player capabilities. 

Prey is the project that 3D Realms has been working on for quite some time now. 
This is either going to be the Quake killer or a Quake clone. The game is slated for a 
1998 release. It will center its story on you being hunted by aliens in a futuristic land- 
scape (see Figure A.5). All sorts of server aspects are being incorporated into the game, 
much like Quake, and it will be playable over the Internet. Expect the same kind of 
hysteria that followed Quake to be re-created once Prey is released. 


FIGURE A.4: Unreal will feature monsters that can jump on you from higher 
altitudes. 
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These are just a few of the games to look for in the coming years—literally hun- 
dreds more will be released. They are all getting more fun to play and feature better 
graphics all the time. There is a gentleman named Fargo on the World Wide Web who 
covers gaming, and he has an excellent article online that you can visit at 
http://www.planetquake.com/fargo/index.shtm. 


FIGURE A.5: The world of Prey will offer plenty of places to plan your strategy, or to hide. 
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APPENDIX B CD-ROM Bonuses 


The CD-ROM that accompanies this book contains a selection of external Duke Nukem 
3D and Quake levels that have been drawn for all kinds of reasons. They were not cho- 
sen with any theme or particular concept in mind—the method was more by instinct 
than design. The work undertaken to put this collection before you in this book was 
truly a labor of love for me, and I feel privileged to have been given the opportunity. 
I hope you have as much fun playing these levels as I had fun collecting them all. 


You'll also find a set of complete video walkthroughs for every level in Ultimate DOOM, 
DOOM II, Duke Nukem 3D, Atomic Edition, and Quake. Steffen “Duke Addict” Itterheim 
burned the candle at both ends for a few weeks to provide these awesome and very 
useful walkthroughs. Fire up a walkthrough of your favorite Deathmatch level in any 
of these games, pop a cold one, and watch the show. You’ll learn where every weapon 
is located, where to ambush campers waiting to ambush you, the secrets in every level, 
and all the best sniper spots. As an added bonus, we’ve included Mplayer’s client/sign- 
up software for joining the growing world of Mplayer and multiplayer Internet combat. 

This appendix lists all the talented level designers who gave Sybex permission to 
include their levels in this book. These Deathmatch devotees busted tail to create these 
levels; their hard work and generosity is appreciated. If you like a level, see who 
designed it here, and drop ’em a line by e-mail. These level lords are always looking 
for new ideas and suggestions. Keep an eye out for more work from these designers. 

And just in case you’ve got some old DOOM levels lying around collecting dust, 
fire up the WAD2DUKE program on the CD to convert your DOOM levels to Duke 
Nukem 3D levels. WAD2DUKE and DUKEVIEW, both included in the Duke Editor 
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directory, were generously donated by Matt Tagliaferri, author of The Official Duke 
Nukem 3D Level Design Handbook (Sybex, 1996). If you haven’t messed around with 
Duke 3D levels, be sure to check out the DUKEVIEW program. 

Let’s take a closer look at all the cool stuff you’ll find on the CD-ROM. 


EXTERNAL DEATHMATCH LEVELS 


To the authors of these awesome levels, I offer my profound gratitude and respect. 
This appendix includes the names of the levels’ authors, thanks them, and offers their 
e-mail addresses. If you like one of these levels and want to show your support, or 
you have questions regarding a level, please e-mail the authors and let them know you 
appreciate their hard work. 

If you are a level author and want great information on CD-ROM collections, there 
is a gentleman on the Internet, going by the name of “Gyro Gearloose,” who has a 
great Web page devoted to external level authors. This is a must-read page for anyone 
who may consider including their levels on CD-ROM products. If you’ve been 
approached by a company that wants to put your level on their CD-ROM, I highly rec- 
ommend that you read this page at http://www. blarg.net/ ~ gyro/cdroms.htm. 


DUKE NUKEM 3D EXTERNAL LEVELS 


Following is a list of external Duke Nukem 3D levels on the CD-ROM included with 
this book. Each lists its own file name that contains the files necessary to run the level 
in the game. For levels requiring extra files, a special directory of the level name is 
included. When you run the Setup program, simply use the User Level option to select 
an external level—and then frag away. 


TABLE B.1: DUKE NUKEM 3D LEVELS 


LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 
Afterlife David Whitman dwhitman@prolog.net AFTRLIFE 
Al’s Dukematch City Alan Nanut mnanut@intergate.bc.ca ALSDMCIT 
Anslem X Robert Travis rtravis | @earthlink.net ANSLEMX 


(Continued on next page) 
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LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 
Bestest DOOM Multiplayer Jussi “Butcher” Shadow@avalon.merikoski.fi DOOMREM 
Maps #1 Puhakka 
Big City Dustin Keys dustin@twrhaus.mcci.com  BIGCITY 
Blackout -=WEAPON X=- &=RANMA=- BLACKOUT 
Blade Shane Paluski StratonAce@aol.com BLADES 
Brad & Co. #3, #4, #5, Brad & Co. spewster@mail.utexas.edu BRADCO3 & 
#6, #7, #8, #9 BRADCO9 
cu Tony Willett tony@rio.com C_UB 
Canyon Josh Barr duke3d@azstarnet.com CANYON 
Carnival David Whitman dwhitman@prolog.net CARNIVAL 
Cave Base Nathan Conn nconnc@aol.com CAVBASE 
Complex 2 Alan Nanut mnanut@intergate.bc.ca COMPLEX2 
Court Yard and Court Yard 2 Robert Chapman robc@igs. CRTYARD & 
CRTYARD2 
Danne Daniel Larsson gusse@algonet.se DANNE.ZIP 
Deathtiny Pascal “Rambo” v —hutten@infko.uni-koblenz.de DETHTINY 
on Hutten 
Dockside Randy Ford RAFord@aol.com DOCKSIDE 
Downtown [^ The Rattler ^]  rattler@globalserve.net DOWNTN 
Downtown James L. Bodkins bodkins@rtd.com DOWNTOWN 
DUKE GOES TO HELL “The Flying-Torso mk@crl.com DUKEHELL 
Brothers” 
Duke Nukem 3D, EraserX Jef.Delrue@club.innet.be SEQUEL 
the Sequel (v1.1) 
EarthQuake Zone Gregory Bryant gandalf@fastnet.co.uk ZONE 
ENDODETH Shane Hall endo@lightcom.net ENDODETH 
Facility Alan Nanut mnanut@intergate.bc.ca FACILITY 
Fortress Josh Barr duke3d@azstarnet.com FORTRESS 
FOX David Whitman dwhitman@prolog.net FOX 
Frag-Zone “The Flying-Torso =mk@crl.com FRAGZONE 
Brothers” 
Gallows Station Burt Holt BURTH@MINDSPRING.COM GALLOWS 
Godzilla Pascal “Rambo” hutten@infko.uni-koblenz.de GODZILLA 
yon Hutten 
Greg House Gregory Bryant Gandalf@fastnet.co.uk GBHOME 
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LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 

Guilty Robert Travis rtravis | @earthlink.net GUILTY 

Hell’s Passage Series Jonathon Cook jman@abelink.com TRI 

Horror David Whitman dwhitman@prolog.net HORROR 

House 2 Mark Skier Mskier@aol.com MARCHOUS 

iALCTRAZ Istvan Galambos crs0642@inforamp.net IALCTRAZ 

Is there a doctor in the house [^ The Rattler ^] _ rattler@globalserve.net DOCTOR 

Isle of Logic Pelle Nilsson ray@utctu8.ct.utwente.nl LOGIC 

Le Rock v1.1 Martin Kozicki martin@entermedia.net LEROCK11 

Moon Laboratory v 0.2 Benjamin J. Hike & sh05453@navix.net MOONDTH2 
Joshua E. Ferguson 

No Crap Daniel Larsson gusse@algonet.se NOCRAP 

Outpost Nathan Conn Nconnc@aol.com OUTPOST 

Polariso Alan Nanut mnanut@intergate.bc.ca POLARISO 

QUAKE Isaac Knoflicek JAKENT@IDCNET.COM QUAKE 

Scout 2 Mark Skier Mskiermd@aol.com Scout2 

SCREW-U2 Mike Panico mpanico@bga.com SCREW-U2 

Shred Pascal “Rambo” hutten@infko.uni-koblenz.de SHRED 
von Hutten 

Silent Scream Pascal “Rambo” hutten@infko.uni-koblenz.de SCRAME 
von Hutten 

The Bad Day Daniel “Dazza” Dodgy@netcomuk.co.uk BADDAY 
Sucher 

The Duel David Whitman dwhitman@prolog.net THE_DUEL 

The Hex [^ The Rattler ^] rattler@globalserve.net HEX 

The Hole Marc Gallagher marc@bayserve.net THEHOLE 

The Killer Body Marc Gallagher marc@bayserve.net BODY 

The Prelude (Phoon2) Duane Miller rentman@mail.fwi.com phoon2 

The Return Joe Rovang jrovang@netcom.com RETURN 

The Second IGA Taylor Agnew rescom@compusmart.ab.ca 2DIGA 

The Trial Walter D. Sanz wxs85004@Bayou.UH.EDU THETRIAL 

The Ventage Passageways Scott Byrne Cyberslayer@tango.on.ca VENTS 

Timehop David Whitman dwhitman@prolog.net TIMEHOP 

Wds95 Walter D. Sanz wxs85004@Bayou.UH.EDU WDS95 

Ya got me Lad [^ The Rattler ^] _ rattler@globalserve.net GOTME 
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Loading New Duke Nukem 3D Levels from DOS 

Some of the levels included on the CD require additional files to work. These levels 
are located in their own special subdirectory within the directory named Duke Levels. 
Check out the Readme.txt file for each of these special levels for instructions on 
installing the additional files. 


1. Place the Plutonium Pak or Atomic Edition CD in the CD-ROM drive. If 
you only have regular Duke Nukem 3D and not the Plutonium Pak or the 
Atomic Edition, don’t worry. These levels will still work. (You don’t need 
to put any CD in the CD-ROM drive because you won’t have it.) 


2. Copy the level or levels you’d like to play to the Duke Nukem 3D directory. 
This directory is usually C:\Duke3D on your hard drive. 


3. In DOS, move to the Duke3D directory (or wherever the Duke Nukem 3D 
files are located). 


4. At the DOS prompt, type the following: 


duke3d map <nameofmap> 


If you want to play the BODY.MAP, for example, you type: duke3d map body. 
Simple! 


Loading New Duke Nukem 3D Levels with Duke Setup 


To install any of the Duke Nukem 3D levels on this CD using the SETUP program that 
comes with Duke Nukem 3D (you know, where you set up a network game, adjust 
sound settings, and so forth), follow these steps: 


1. Place the Plutonium Pak or Atomic Edition CD in the CD-ROM drive. If 
you only have regular Duke Nukem 3D and not the Plutonium Pak or the 
Atomic Edition, not to worry. These levels will still work. (You don’t 
need to put any CD in the CD-ROM drive because you won’t have it.) 


2. Copy the level or levels you’d like to play to the Duke Nukem 3D directory. 
This directory is usually C:\Duke3D on your hard drive. 
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3. After you copy the level to the appropriate directory (most likely 
C:\Duke3D), go to the DOS prompt if you’re in Windows 95 and then 
move to the directory where the Duke Nukem files reside. If you’re in 
DOS but aren’t in the correct directory for the game, type the following: 


cd \duke3d 
4. In the Duke3D directory, type the following: 
setup 


5. When the Main Menu appears, press the down arrow until User Level 
Selection is highlighted, and then press Enter. The User Level Menu 
appears. 


6. Move the down arrow until Select User Level is highlighted, and then 
press Enter. If the error message, “No files matching *.MAP found” 
appears, you forgot to copy the levels to your computer’s hard drive 
(usually C:\). Go back to step 1 if no maps are found. 


7. A list of all the custom levels you copied to your hard drive’s Duke3D 
directory should appear. Scroll down until you find a level you want to 
play, and then press Enter. 


8. The name of the .MAP file will appear in the User Level Menu window. 
Press Esc, and then scroll down to Save and Launch Duke Nukem 3D. Press 
Enter. The level will load in Duke Nukem 3D and you'll be in! 


QUAKE EXTERNAL LEVELS 


Following is a list of external Quake levels on the CD-ROM included with this book. 
Before you can play the levels, you have to move the Quake levels into a subdirectory 
called Maps in a subdirectory called ID1 (the letters i and d and the numeral 1), which 
in turn is in stored in the directory called Quake (that is, \Quake\ID1\Maps). This is 
the subdirectory where Quake will look for external levels when you're playing in 
QuakeWorld or on any other Quake server. To activate an external Quake level, press 
the tilde (~) to bring down your console, and then type MAP followed by the map 
name, which is the filename for the level. For example, type map anarchy to start up 
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the Anarchy Deathmatch level—and you will be well on your way to fragging human 
enemies on that level. 


TABLE B.2: QUAKE LEVELS 


LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 
Addictive Quake likka “Fingers” ikeranen@raita.oulu.fi ADDQKIA 
Deathmatch, part | Kernen 
ANARCHY Richard Gelissen richie@hvision.nl ANARCHY 
Arcane World Sergey N. Manida = sman@niif.spb.su DM8A 
ARCH1196 Jason Attard jattard@execulink.com ARCH1196 
Armageddon 1 and 2 Matthias Worch Matthias.Worch@uni-essen.de ARMA] & 
ARMA2 
Atomic Mirko Malisan mirko@smartnet.co.za ATOMIC 
Beat The Reaper I and II Imaginos of Clan jacknife@rapidramp.com BTR] & BTR2 
SinTheTiK 
Black Magic Pascal “Rambo” hutten@infko.uni-koblenz.de BMAGIC 
von Hutten 
Blastoff Jaap Menist jaapm@xs4all.nl BLASTOFF 
Boxed In Brett Flannigan bob.flannigan BOXEDIN 
@internetMCl.com 
Cathedral of Pain George Schmitt tyrannus@erols.com PAINCATH 
cD Phil Hall ph10302@www.cedarnet.org CD 
Chillers Mirko Malisan mirko@smartnet.co.za CHILLERS 
Claustrophobia Erick erick@computerpro.com CLAUS 
Colosseum!! Justin Cunningham = chronos@ram.net.au COLOSEUM 
CTFort (v.13) Jason Feffer CTFORT 
Cubus 2 David Ottvall david@nsk.se CUBUS2 
CVZ's Basin 1.0 Chris Zahrt dzahrt@worf.netins.net CVZBASIN 
DAKYNE Mike Burbidge mikeburb@pacbell.net DAKYNE 
Dark 0.4 Raymond Zandbergen ray@utctu8.ct.utwente.nl DARKO4B 
Dark Apocalypse Jamis Eichenauer —_ keichena@infinet.com DARK 
DarkRealm Dave Weiden Weiden@tcnj.edu ACEDAVE2 
Davinci Dan Janis hca@wt.net DAVINCI 
DEATH Kevin Schleicher kls1046@cs.rit.edu DEATHV2 
Death By The Dozen Imaginos of Clan jacknife@rapidramp.com DBTD 


SinTheTikK 


(Continued on next page) 
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LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 
Death is Coming Phil Mansell phil-m@netcomuk.co.uk DEATHIC 
Deathmatch Competition ‘96 Tim and Marco roel.tiemessen@pi.net MARTIM3 
DJW1 and DJW2 Dave Wimmers DWIMMERS@ERINET.COM DJW1 & DJW2 
DMOPEN Sean Foreman Sforema@nmsmn.com DMOPEN 
DooM II Map01 Matthias Worch matthias.worch@uni-essen.de MAPO1 
DungeonWorld Lava Pits Andy Knies aknies@midohio.net DWLP11 
Eetninc Etienne (E. T.) etn@express.ca ETNINC 
Rheaume 
Flreztar’s First Lars Backlund larsgunnar.backlund FIRE 
@mailbox.swipnet.se 
Fonti Marc Fontaine mafon@stud.uni-sb.de FONTI 
Fredcast Phillip phillipt@scruznet.com FREDCAST 
Fredz9 Phillip phillipt@scruznet.com FREDZ9 
Frogger’s Play Pond 1 Tony Boyer aboyer@mail.acilink.net PLAYPND1 
Gibrassic Park Martin Smith emperorfred@dibbs.net GIBRASSIC 
Giggler 4 Michael Wardwell —_ giggler@tiac.net GIGGLER4 
House Marc Fontaine mafon@stud.uni-sb.de HOUSE 
J.C.F’s Court o' Death, Jonathan C. Forster jforster@u.arizona.edu JCFCRTOO 
Cylinder o’ Death, Ratmaz2, JCFCY100 1 
and Stair o’ Death JCFRMZ10 
JCFSTROO 
Jake's Ladder Chris Meyer cumeyer@undergrad. JAKE 
math.uwaterloo.ca 
Jpm’‘s Pain! Jamie Maher Jpm@starcon.com JPMPAIN 
JSFO1 Joe Fouché jf@ugces.caltech.edu JSFO1 
Ledges 2 and Ledges 4 Mark Gresbach vikings-approval@mixcom.com LEDGES2 & 
LEDGES4 
Life means death! Marc Roussel killer@colba.net TEKWAR 
Manson 1 and Manson2 Matthew James killme@idir.net MANSONI & 
MANSON2 
MarTim 5 Satan’s Fifth Sin Tim and Marco roel.tiemessen@pi.net MARTIM4 & 
and MarTim 4 The Silent MARTIMS 
Corridors 
MiSsloN: ImPosSiBlE Jamis Eichenauer keichena@infinet.com MISSION 
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LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 

MyDM 1 Matthew stewarts@luna.co.uk MYDMI1 
Stewart-Smith 

Pain! Jens Andreasson Lilla.my@swipnet.se PAIN 

PLT_1096 Jason Attard jattard@execulink.com PLT_1096 

Q-pit D. Rhodd bigd@flex.net QPIT 

Quase Steven Delrue jef.delrue@club.innet.be QUASE 

Refinery 4 Matthew stewarts@luna.co.uk REFIN4 
Stewart-Smith 

RIM Christian DeMeco demecoc@hnkc.com RIM 

Rocket David Ottvall david@nsk.se ROCKET 

Ronzo 1 Ron Phillips ronzonie@ronzo.tiac.net RONZO1 

Sargors Revenge Pascal “Rambo” hutten@infko.uni-koblenz.de SARG_WAD 
Von Hutten 

Shadow Halls Mark Pitten M.C.Pitten@cs.cf.ac.uk SHADHALL 

Shaft Fredrik Martinsson cil10135@mailbox.calypso.net SHAFT 

SIEGE Jason Feffer jfeffer@davd.com 

Skyhigh Richard Kalling abducted@sd.znet.com SKYHIGH 

Squishem John Dreese dreese. | @osu.edu SQUISHEM 

Stair Kyle Graehl heidilyn@iccas.com STAIR 

Starship Dock Mark Hughes mark@innerworkings.co.uk SHIP 

Stunted Toil David Jewsbury jewsbury@netspace.net.au STUNTED 

Synapse The NERVE Gap Jason (Judge) Heyes geoffhys@.com.au SYNAPSE 

Terminus Phil Hall ph10302@www.cedarnet.org TERMINUS 

The Anargist Clan Bini Parkhurst bini@time2quake.com ANARQIST 

The Arka Sections Tom Winger tomwing@ycom.or.at ARKA 

The Basement Ryan Drake stiletto@psu.edu SDMI 

The Beach Mike Burbidge mikeburb@pacbell.net THEBEACH 

The Cavern of Gibs! Marc Roussel killer@colba.net WC 

The Cellar Mike Stratton MStrat8086@aol.com CELLARO1 

The Most Pit Phil Hall ph10302@www.cedarnet.org MOSH 

The PiT Istvan Galambos crs0642@inforamp.net PIT 

The Room of Death Johan Oskarsson oskarsson.knoppletorp@hs.Irf.se ROD 

The Shadow Of Sin Vittorio Benintende storto@cz.flashnet.it TSOS 


(Continued on next page) 
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LEVEL NAME AUTHOR/DESIGNER E-MAIL ADDRESS FILENAME 

The Trash Heap V.1 David Parker dparker@students.wisc.edu. HEAP 

The Vault Dave Sterry dsterry@uclink4.berkeley.edu VAULT 

The Vineyard Dan Koppel Koppel@wadsworth.org VINEYARD 

The Waterpit Matt Bollier 103220.3302 WATERPIT 
@compuserve.com 

THIS IS The End 2 Phillip phillipt@scruznet.com THISISTX 

Tom's Teeny Deathmatch Tom Enderlin enderlin@accessny.com TEENYDM 

Twisted Thoughts David Jewsbury jewsbury@netspace.net.au TWISTED 

Underdark Keith Vanderpool vand0225@gold.tc.umn.edu UNDER 

Unholy Cave Sergey N. Manida sman@niif.spb.su DM7 

Unholy Territory Lars Backlund larsgunnar.backlund UNHOLY 
@mailbox.swipnet.se 

Up In The Sky Wayne Lee wayneL@profund1. INTHESKY 
demon.co.uk 

Vital Signs David Jewsbury jewsbury@netspace.net.au VITAL 

Warzone Doug Frei doug13@postoffice.ptd.net WARZONE 

WeeX One Dave Sterry dsterry@uclink4.berkeley.edu WEEX1 

Welt Amir Ebrahimi spade@iquest.com WELT 

Wilbur's Map land 2 Chris Willacy willacc@citec.qld.gov.au WILBURM1 & 

WILBURM2 

Wind-Pit Death Match Cameron Newham cam@iinet.com.au WINDP 

Wizards Lair Craig Redinger carl88@psu.edu WIZLAIR 

Wizbanga Rob Whitney robwhit@ix.netcom.com WIZBANGA 

Wonderland Deathmatch Kris Graney mchu5kpg@fs2.ee.umist.ac.uk WNDRLND1 

Level 1 and 2 & WNDRLND2 

ZEN Deathmatch Shane Morton smorton@ix.net.au ZEN 


Loading New Quake Levels 


Before you can play any of the Quake levels included on this CD-ROM, you need to 
create a new directory called Maps in the ID1 directory. Do the steps that follow this 
paragraph, if you haven’t done this yet. If you already have the subdirectory 
C:\Quqke\ID1\Maps, skip to the next section to learn how to copy and load Quake 
-MAP files and .BSP files included on the CD. 
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Some of the levels included on the CD require additional files to work. These lev- 
els are located in their own special subdirectory under the directory named Quake 
Levels. Check out the Readme. txt file for each of these special levels for instructions 
on installing the additional files. 


1. In DOS, activate the \Quake\ID1 directory on your hard drive 
(C:\Quake\ID1). 


2. At the DOS prompt, type the following: 
md maps 
3. Press Enter. 


4. Type dir and the new directory should be listed (C:\Quake\ID1\Maps). 


Loading Quake .MAP Levels from DOS 


To play the MAP levels included on the CD, you first need to copy them to your hard 
drive’s Quake directory. Some of the levels included on the CD require additional files 
to work. These levels are located in their own special subdirectory under the directory 
named Quake Levels. Check out the Readme. txt file for each of these special levels for 
instructions on installing the additional files. 


1. Copy the level you’d like to play by activating the CD-ROM drive’s Quake 
Levels directory and then typing the following: 


copy <MAPfilename> c:\quake\ID1\maps 


This assumes you have already created a Maps subdirectory in 
C:\Quake\ID1. 


2. To load the .MAP file you just copied, activate your hard drive’s Quake 
directory and type the following: 


quake +map <MAPfilename> 
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For example, if you want to check out the QPIT.MAP level, you type the 


following: 


quake +map qpit 


Loading Quake .BSP Levels from the Quake Console 


The custom Quake levels included on this CD-ROM also come in the .BSP flavor. These 
files must also reside in C:\Quake\ID1\Maps. After you have copied a file you’d like to play, 


ce | NOTE 
froin. You can also start Quake from a 
DOS window, but this way prevents you 


from being able to use Windows 95 TCP/IP 
to connect to a game on the Internet. 
TCP/IP will be dimmed (unavailable) in the 
Multiplayer, Join a Game menu. 


you can load and play the .BSP file 
using the Quake console. 

Some of the levels included 
on the CD require additional files 
to work. These levels are located 
in their own special subdirectory 
under the directory named 
Quake Levels. Check out the 
Readme. txt file for each of these 
special levels for instructions on 
installing the additional files. 


1. Copy the level you’d like to play by activating the CD-ROM drive’s Quake 
Levels directory and then typing the following: 


copy <BSPfilename> c:\quake\ID1\maps 


This assumes you have already created a Maps directory in 


C:\Quake\ID1. 


2. In Windows 95 File Manager (called “Explorer”), start Quake by double- 


clicking Q95.bat. 


3. With Quake running, press the tilde (~) key to bring down the console, 


Quake’s command prompt. 
4. In the console, type: 


map <BSPfilename> 
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For example, if you want to run the WIZLAIR .BSP map located on the CD, sim- 
ply type at the Quake console: 


map wizlair 


Quake will look for the map, and then load it. Party! 


LOADING DEATHMATCH WALKTHROUGHS 


The CD includes a selection of walkthroughs for multiplayer Deathmatch games, 
including the following: 


Ultimate DOOM version 1.9 
DOOM II version 1.9 
Duke Nukem 3D version 1.3 


Duke Nukem 3D: Atomic Edition version 1.5 


oe ee o 


Quake version 1.06 


Steffen “Duke Addict” Itterheim compiled these walkthroughs for you so that you 
can replay them and see exactly where everything is in each level. The walkthroughs 
show you the standard monster-killing techniques and locations, but also provide some- 
thing much more valuable to the multiplayer online fragmeister: weapons locations. 

These walkthroughs can come in quite handy when you want to brush up on the 
locations of weapons and power-ups before you’re thrown into a ferocious Quake, 
Duke Nukem 3D, or DOOM multiplayer fragfest. So pop in one of these demo videos 
before you’re dropped into a firefight with only a little pistol. 

If you have any problems loading these puppies, contact the Duke Addict directly 
by dropping him an e-mail. Here’s his info: 


Steffen “Duke Addict” Itterheim 
100606.2141 @compuserve.com 
Co-sysop of Apogee’s CompuServe forum 


IN 
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Loading Duke Nukem 3D Version 1.3 Walkthroughs 


The following steps only work for the original version of Duke Nukem 3D. If you have 
the Atomic Edition, or you have loaded the Plutonium Pak, check out the instructions 
in the next section. The instructions in this section are only good for Duke Nukem 3D 
version 1.3 (the original release). 


Activate the Duke13 directory on the Deathmatch Manifesto CD by typ- 
ing the following: 


cd\walkthrus\dukel3 


From this directory, you will’ll to copy three things to your hard drive’s 
Duke3D directory (assuming that’s where Duke3D.exe is stored): 


dukedemo-bat 
<DUKE# ##-DMO> (the walkthrough you want to see) 
<DUKE# ##.TXT> (the text file for the level) 


The first pound sign (#) represents the number for the Episode; the sec- 
ond set of pound signs (##)represents the number for the specific level 
you want to watch. You only need to copy Dukedemo.bat once to the 
C:\Duke3D directory. 


To copy a particular level’s walkthrough, such as level 4 in episode 3, 
type the following at the DOS prompt: 


copy duke3 O4.* c:\duke3d 
This will copy the .DMO file and the .TXT file to C:\Duke3D. 


Activate the Duke3D directory on your PC’s hard drive, and then type 
the following at the DOS prompt: 


dukedemo <episode> <level>.- 


If you copied the Duke3_04.dmo file to your hard drive and you want to 
watch its walkthrough, type the following: 


dukedemo 3 04 
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Then press Enter. (Notice the leading zero.) A small information screen 
will pop up and then load Duke Nukem 3D and display the demo. 


Loading Duke Nukem 3D: Atomic Edition Walkthroughs 


Both Duke Nukem 3D: Atomic Edition and Duke Nukem 3D: Plutonium Pak use a spe- 
cial batch file to load walkthroughs. Follow these steps to load each walkthrough. 


1. 


Move to the Atomic15 directory on the Deathmatch Manifesto Bonus CD 
by typing: 
d:\walkthrus\atomiclS 


From this directory, you will need to copy two things to your hard 
drive’s C:\Duke3D directory (assuming that’s where Duke3D.exe is 
stored: 

atomdemo-bat 

<ATOM# ##.DMO> (the walkthrough you want to see) 

The first pound sign (#) represents the number for the Episode; the sec- 
ond set of pound signs (##) represents the number for the specific level 
you want to watch. You only need to copy Atomdemo.bat once to the 
Duke3D directory. 


To copy a particular level’s walkthrough and its .TXT file, such as level 5 
in episode 4, type the following from the DOS prompt: 


copy atom4 05.* c:\duke3d 


Move to the Duke3D directory on your PC’s hard drive, and then type 
the following: 


atomdemo <episode#> <level##> 


If you copied the Atom4_05.dmo file to your hard drive and you want to 
watch it, type this: 


atomdemo 4 OS 
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Then press Enter. (Notice the leading zero.) A small information screen 
will pop up and then load Duke Nukem 3D: Atomic Edition and display 
the demo. Get to work! 


Installing the Quake Walkhroughs 


The complete set of Quake walkthroughs is so large (over SOMB!) that a special instal- 
lation routine had to be written for installing it to your hard drive. This installation 
routine was created so that only the episodes and levels you want to see can be 
installed. The following sections show you how to install specific episode walk- 
throughs or the entire set of all four episodes’ walkthroughs. 


Installing and Viewing the Entire Set of Quake Walkthroughs 


E 


2. 


Make sure the Deathmatch Manifesto CD is in the CD-ROM drive. 


From the DOS prompt, change to the CD-ROM’s drive letter (usually D: 
or E:). If the current DOS prompt shows C:\>, for example, just type D: 
to change to the D:\> drive. 


Activate the Quake106 directory by typing the following at the DOS 
prompt: 


cd walkthrus\quakelObil 


The directory will change TO D:\Walkthrus\Quake106 >. The install pro- 
gram is located in this directory. 


To install all the demos to your hard drive’s Quake directory, which is 
most likely C:\Quake, simply type the following: 


install c:\quake\ID1 all 


Install will copy the Quake demo files to a new Demos directory—the 
demo files will be copied to C:\Quake \ID1\Demos. 


To view a particular walkthrough, such as level 5 in episode 3, simply 
activate the Quake directory and type the following: 


qdemos 3 5 


} 
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(Note the space between the numbers.) Then press Enter. After a few 
thousand pages of text covering this and that, Quake will start and load 
the walkthrough. Fun! 


A Qdemos.cfg file will also be copied to Quake’s ID1 subdirectory. This configu- 
ration file is used to let you easily play the demos from within Quake by using the F1 
through F4 keys. 


Installing and Viewing a Specific Quake Level Walkhrough 


If you can’t spare 50MB for all the demo files, and you know exactly which level you 
want to examine, you can install only that file to your hard drive’s Quake directory by 
doing the following steps: 


1. From the CD-ROM drive and the Quake106 directory, type the following: 
install ci:\quake\ID1 <episode#> <level#> 


If you want to install and view only episode 4, level 6, for example, you 
type the following: 


install c:\quake\ID1 4 b 


2. To view a particular walkthrough, such as level 6 from episode 4, sim- 
ply activate the Quake directory and type the following: 


qdemos 4 b 


Then press Enter. (Notice the leading zero!) After a few thousand pages 
of text covering this and that, Quake will start and load the selected 
demo file. 


A Qdemos.cfg file will also be copied to Quake’s ID1 subdirectory. This configu- 
ration file is used to let you easily play the demos from within Quake by using the F1 
through F4 keys. 


(226°) APPENDIX 8 CD-ROM Bonuses 


Installing a Quake Walkthrough from the Quake Console 


If you prefer to run the demos manually from within Quake, run them from the con- 
sole by doing the following steps. 


1. Type the following from the Quake console: 
playdemo demos\quake# # 


The first pound sign (#) represents the number for the Episode (1-4), 
and the second pound sign represents the level number (1-8). If you 
want to see the walkthrough from episode 4, level 1, for example, type 
the following: 


playdemo demos\quake4 1 


(Note the underlined space character.) This only works if the file 
Quake4_1.dem exists in the \Quake\ID1\Demos directory. 


Uninstalling Quake Walkthroughs and the Install Program 


If you used the Install.bat routine to copy Quake demos to your hard drive’s 
\Quake\id1\Demos directory and you want to uninstall the Quake demos and every- 
thing else related to the install program, follow these simple steps: 


1. Activate the Quake directory on your PC’s hard drive (usually C:\Quake). 
2. Type the following at the DOS prompt: 


uninstdm 


The batch file will erase all the files placed in Quake. Simple! 
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Set up your player grid in seconds! Play Deathmatch modem to modem, 
over a LAN, and over the Internet. A special section on Quake's TCP/IP 
capabilities tells you how to set up a Deathmatch server painlessly. 
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The Fragmeister's Ultimate 
CD. Looking for the best 
Duke Nukem and Quake 
Deathmatch levels? Here 
they are! Included is a 
FREE CD every warrior 
must own—over 50 new 
Dukematch levels, over 
100 new Quake levels, an 
exclusive DOOM-to-Duke 
level converter, Mplayer 
sign-on software, PLUS 
video walk-throughs of 
every level of DOOM, 
DOOM 2, Duke Nukem 3D: 
Atomic Edition, and Quake. 
No Survival Guide or add- 
on comes close to this 
FREE CD for the readers of 
The Deathmatch Manifesto. 
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